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o 0 many ancient Authors bave ſpoken 

in praiſe of the Game of Cheſs, that 
ir would be needleſs for me to ſay 

much of it. „ 


Don Pietro Carrera, who in the Year 1615, 
- publiſhed a large Volume concerning the Origin 
and Progreſs of this Game, has at the ſame time 
given us a Liſt of thoſe authors, which is too long 
to be inſerted in this Preface. I will however 
mention the moſt celebrated; Herodotus, Euri- 
pides, Sophocles, Philoſtratus, Homer, Virgil, 
Ariſtotle, Seneca, Plato, Ovid, Horace, Quini- 
tilian, Martial, Vida. The Invention f this 
Game is by Carrera attributed to Palathedes, 
and be proves it from the above-mentioned Au- 
thors ; it is true that ſeveral others are of a 

c 94 2 different 


different Opinion; ſome ſay it was known before 
his time, others that it was invented by the 
Philoſopher Serſes, Councellor to Ammolin, 
King of Babylon, in order by this new, en- 
gaping; and ſpeculative Game, to divert that 
Prince from the Cruelties he was naturally in- 
clined to. 


The Egyptians are ſaid to have ranked this 
Game in the Number of the Sciences, and that, 
at a time When themſelves were the only learned 
People; their Reaſon ] ſuppoſe to be founded 


on this Principle, 
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Scientia eſt eorum, quæ conſiſtunt in Intellectu. 


It is no Wonder to fee fo many different Opi- 
nions, about a Game of jo long landing, and 
whale Author cannot be known to any Degree 
of Certainty. There are however ſome who will 
not allow it to be above zoo Years old, tho a 
Jew make it to be ſomewhat older; and perhaps 
they would not grant that, if the very Cheſs- 
men with which Charlemagne * uſed to play, 
were not ſtill extant in the Royal Repoſitory of 
the Abbey of St. Denis. | 


| Euripides, in his Tragedy of Iphigenia, zells 
us, that Ajax and Proteſilaus played together 
: at 


LCbarlemagne lived in the eighth Century. 
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| NT] 
at Chefs in _ of Merion, Ulyſſes, and 


other famous Greeks, Homer, in the Firſt 
Book of his Odiſſey, relates, that the Princes, 
Lovers of Penelope, uſed to play at Cheſs at 
the Door of that fair Lady. | 


But not to trouble the Reader with any thing 
more about the Origin of this Game; it will 
be allowed by all, to have contributed to the 
Amuſement of the greateſt Heroes for many 
Ages paſt; and thoſe of our Days take no ſmall 


Pleaſure in it, 


Virtue and Heroiſm were the tuo diſtin- 
guiſbing Characters of Charles the XIIth, 
King of Sweden ; the Allurements and Temp- 


tations of Vice had no Power over him; be 


could even abſtain from thoſe things, which by 
moſt Perſons of Rank are efteemed as no other 
than the Conveniencies of Life ; he had an 
Averfion to gaming, and had flriftly forbid it 


his Army, and among his Subjects; but Chefs 


was excepted in a particular manner ; he took 
fo much Delight in it, that he encouraged the 
Learning of it among all his Gourtiers, Vol- 
taire tells us, that while that Prince was at 


Bender, he played at it every Day with bis 


General Poniatoſki, r with his Treaſurer 
Grothuſen, 
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(vi) 


Tam ſorry to ſee that the Rules of this Game 
(attributed to Palamedes) have in many Coun- 
tries not been able to maintain their original 
Purity; it is ſaid that the Greeks obſerved 
them ſo ſtrictly, as not to bear a Cheſs-board 
wrong turned, having always the Idea of a 
Battle before them; when they play d, they infiſted 
on having the Rook which is on the right Hand 
placed upon a white Square, that Colour bein 


of a good Omen among them; and each of the 


Combattants flatter'd himſelf, by having this 
white Square at bis right Hand, to obtain the 
Victory. = | 


This Game has in many Parts of Germany 
been ſo disfigur'd, as not to be known but b 


the Board and the Men; they allow playing 


two Moves ſucceſſively at the Opening of the 
Game, This appears to me very ridiculous, as 
no Game 1s known, but the Players play alter- 


nately. Beſides, can it be thought that where 
 tawo good Players meet, he who plays laſt can 


have any great Chance of winning ? Secondly, 
they give a Pawn leave to paſs beyond taking 
by Pawns ; which not only makes quite a dif- 
ferent Game from the original one, but alſo 


takes off a great deal of its Beauty; becauſe 


vy this means a Pawn may paſs before tas 


others, which with much Dexterity and In- 


duftry have reached within three Squares of 


be- 


(wu) 
becoming Queens, and are there ſtopt by the 
King, or the Adverſary's Biſbop; while this 
fingle Pawn will either go and make a Queen, 
or . oblige you to abandon all your advanced 
Pawns and come attack this Wretch, who 
during the whole Game has done nothing. This, 
certainly is quite oppoſite to the Rules of War, 
where Merit only can advance a Soldier's 
Fortune, Bęfides, when the King caſtles, they 
allow him to puſh his Rook's Pawn ; by which 
means he plays twice running. In my Opinion 
all theſe. Deformities have been introduced by 
Wranglers, who have obliged their Adverſaries 
to play according to their Whims,, — -- 
TG { 
While this. Field of Criticiſm lies open, I 
cannot paſs by my own Countrymen, who have 
committed as great a Fault as the Germans. 
They are leſs to be excuſed, there being man 
good Players among them; nay ſome of the beſt 
in Europe. I preſume they have been led away 
(like myſelf formerly) by a bad Cuſtom, ęſta- 
bliſked. in all Probability by the Perſon who 
firſt brought Cheſs into France; I am inclined 
to believe it muſt have been - ſome Player at 
Draughts, who knowing little more than the 
Moves of the Pieces, imagined one might make 
as many Queens in the Game of Cheſs, as at 
Draughts. I would only aſt what a fine Sight 
it is to ſee upon a Cheſs-board, two Pawns on 
. the ſame Square, to diſtinguiſh a ſecond Queen; 
3 | and 


. Aliecrs wud (5 NI - © W l 
. —_—_ 2 * * nag PRs — 8 K 2 AE Z 62 a7 


\ A . 2 
4 
: 5 


ä 
and if by chance a third ſhould be made e (as T 
bave often ſeen it af Paris) then it is fill a 


finer Sight, while the Bottom of one Pawn is 


almoſt ſufficient to cover a Square on the Board, 
is not therefore this Method moſt ridiculous, 
eſpecially as it is practiſed in no Guuntry where 
the Game of 0 1s Eno 


However, if my Cams will go an in 
this erroneous way, I would adviſe them, ta 
prevent all Diſputes that may ariſe about Vaeie 
Multiplicity of Ruyeens, to make is each Sett 
of Cheſs om three or _ N E _ 
Rooks, Knights, 8c. 


Jo return to Pietro Carrera, when if is 
probable the Calabrian * and other Authors bave 


followed; yet neither he nor they have given us, 


notwithſtanding their Prolixity, but very im- 
perfett Rules, and ſuch as can never make a 

good Player; they have opened ſeveral Games, 
— * us to end them as well as we could, by 
which means the Player is as puzzled, as if 


be had been left to begin the Game aerbout Rd 


Inftruttzons al all. 


Cunningham ond "I hand give as Gen 


Bits, which are loſt or won according as they 


make the Adverſary play well or ill; they have 
_— found their End in «jo 755 a 8 


a Jacomo Greco. 


(ix) 
but then of what Uſe can ſuch Iuſtructions be 
to one, who wiſhes to make himſelf Maſter of 
the Game? I have ſeen ſeveral Players, who had 
learnt the Calabrois and other Authors by heart, 
and who, when they had play'd the four or five 
firſt Moves, did no longer know what they were 
about : But I may boldly ſay, that whoever once 
knows how to put in practice the Rules I have 
laid down, will never be in that caſe... I have 
avoided doing like thoſe Authors, who, in order 
to fill up a. Book, have fluffed it with Sett 


: Games (or rather Games for Children, as their 
Situation will not be found once in a thouſand 


Years) to ſhew the Ends of Parties, by which, 
all the while, nothing can be learnt. I hope 
Lovers of this Game will be ſatisfied with the 
Modicum & bonum I here offer them, which 
oil be found uſeful, inſtructive, and will 
occur very frequently in playing at this Game. 


T have omitted all the Mates, except that of 
the Biſhop and Rook againſt a Rook, it being 
the moſt difficult that can happen ; Carrera does 
indeed ſay, it may be forced, but we may fairly 
queſtion (by his Writings) whether he himſelf 
knew how to do it. *» 


My chief Intention is to recommend myſelf 
fo the Public, by a Novelty no one has thought 
of, or perhaps ever underſtood well; I mean 
| how to play the Pawns : They are the very 
"ED 1 a Life 
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equally well, the Game becomes moſt common 


(x) | 
Life of this Game: They alone form the 
Attack and the Defence; on their good or bad | 
Situation depends the Gain or. Loſs * each : 
_ 1 


4 Player, a2 when he has ord a Pawn : 
well, can give no Reaſon for his moving it 6 


fuch a Square, may be compared to a General, 


Who with much Pradtice has bttle or 10 Theory. 


| Throug bout my four firſt Grits may be ſeen 
4 a regular Attack and Defence. | | 


We Guben I have a on the moſt 
eſſential Moves, and which ſometimes appear 
leaſt. intelligible, ill ſhew- the Reaſon for 


playing as 15 laid dern, and alſo that by play- 


ing any thing elſe, you muſt unavoidably have 
loſs the Party; the Back-games. are a Proof 
25 it; by ſhewing the Effect, the on, _ 


'be conceived. 


* the Gambits it may be FEY A thoſe 
P arties give no Advantage to him who attacks, 
ar to him who defends them; if both pla 


a drawn Game. It is true, that if either the 
one or the other commits a Fault in the ten 


or twelve ff Moves, the G ame 0100 0 
&e «| 


My 


\ 


( xi ) 


My Back-games to the Gambits, which, tho' 
leſs inſtructive, are more frequent than to the 
other Games, will ſhew it. 


The Queen? s Gambit, being ſuch as to give 
Riſe in its firſt Moves to many different Parties, 
has hitherto deterr'd Authors from di fects ng it, 
They have flightly mentioned it, and given us 
the Beginning of ſome Games with many erro- 
neous Moves: IT think I bave found out its true 
Defence, they who underſtand that Party, will 
judge whether I have ſucceeded or not. 
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GAME Tus FIRST, 


Reflexions on the moſt material Moves; and 
two Back Games; one beginning from the 


12, and the ſecond from the 37% Move 
of this Game. 


5 

White. HE King's Pawn two Steps. 

Black. The ſame, 3 0 

W. The King's Biſhop at his Queen's Biſhop's 
fourth Square. on I OY 


B. The ſame, 


N. The Queen's Biſhop's Pawn one Move. 
B. The King's Knight at his Biſhop's third Square. , 


- 


W. The Queen's Pawn two Moves (a). 
| B. The Pawn takes it. . „„ N 75 
e 8. 
la) This Pawn is play'd two Moves for two very impor- 
tant Reaſons; the firſt is, to hinder your Adverſary's King's? . 
Biſhop to play upon your King's Biſhop's Pawn; and the 
ſecond, to put the Strength of your Pawns in the Middle of: 
the Exchequer, which is of great Conſequence to attain the 
making of a Queen. ROT $3 OL I; 7 COLNE eas $8 9 
; 7 B 
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W;The- Pawn retakes 5 Pawn ( * Lb 
Bu The King's Biſhop at his Queen's Enight”s 
third — 405 | AY Or TE ALD 


IJ. The Queen 8 Knight at his _—_ 8 third 


Square. 


B.c The King caſtles. 


[* 
W. The King's Knight at bis King” 8 ſecond 
ane (4)... 
B. The Queen” 8 Biſhop* s Pawn one Move. 

8. 


I. The King's Biſhop at his Queen' I third 
Square (e). 
B. The * s Pawn two Mo ves. 


. 


(b) When you find your Game in thi preſent Sali 
(viz.) one of your Pawns at your King's fourth Square, and one 
at your Queen's fourth Square,. you mult puſh neither of them 
ketore your Adverſary propoſes to change one for the other; 
in this caſe you are to puſh forwards the attack'd Pawn. It 
is to be obſerved that Pawns, when ſuſtain'd in a front Line, 
inder very much the Adverſary's Pieces to enter in your 
ame, or take an advantageous Poſt. This Rubs may ſerve 
all other Pawns thus ſituated. _ 

6) If inſtead of retiring his Biſhop, he gives you Check 
it, you are to cover the Chec with your Biſhop, in 
order to retake his Biſhop with. your Knight, in caſe he takes 

your Biſhop ; your Knight will then defend your King's Pawn, 
otherwiſe unguarded. But probably he will not take your 


\ Biſhop, becauſe a good Player ſtrives to keep his King's Biſhop 


as long as poſſible. 

- (4) You muſt not eaſily, : y your Knights at your Biſhop's 
third Square, before the Biſhop's Pawn has moved two Steps, 
3 the Knight proves an Hindrance to the Motion of the 

aw. 

(e) Your Biſhop retires to 8 being attack'd by the Mok 
Queen” s Pawn, which would force you to take. his . 

£08: Wit 


81 


6309 


M. The King's Pawn one Move. i e 
B. The King s Knight at his King's Square, 
n Shak | 
N. Tbe * s Biſhop at his King's third re 
B. The King's Biſhop's Pawn one Move ( 7 * 
ien 
. The Queen at her ſecond Se ). : 
B. The IAG 5 Biſhop” s Pawn 5 the Pawn ( h J. 


. 
W. The Queen? s Pawn retakes it. 
B. The Queen' 8 e at bis King 8 thug 
| e 4 x 4m 30 


| _—_ 
with yours: This would very much diminiſh the Strength: of 
your Game, and ſpoil entirely the Project already mentioned, 
and obſerved in the firſt and ſecond Reflections. Vide à and 6. 

(F) He playeth this Pawn to give an Opening to his King's 
Rook; and this cannot be hindered whether you Tame _ 
Pawn or not. 

(g) If you ſhould take the Pawn offer d to you, inſtead” of 
Playing your Queen, you would be guilty of a great Fault, 
becauſe your Royal Pawn would then loſe its Line; whereas 
if he takes your King's Pawn, that of your Queen ſupplies 
the Place, and you may afterwards ſuſtain it with that of your 
King's Biſhop's Pawn”: Theſe two ! Pawns will undoubtedly 
win the Game, becauſe they can now no more be ſeparated 
without the Loſs of a Piece, or one of them will make a 
Queen, as will be ſeen by the Sequel of this Game. More- 
over, it is of no ſmall 2 to play your Queen in 
that Place for two Reaſons; ; the firſt, to ſupport and defend 
your King's Biſhop's Pawn ; and ſecondly, to ſuſtain your 
Queen's Biſhop, which, being taken; would oblige you to 
retake his Bifhop with the above-mentioned laſt Pawn; and 
thus your beſt Pawns would have been totally divided, ail 
by conſequence the Game indubitably loſt. _ | 

(5) He takes the Pawn to purſue his Project, which is to give 
an Opening to his King's Rook, and make it fit for Action. 

(i) He playeth this Biſhop to protect his Queen's Pawñ, 
and with aView to puſh 8 that of his Queen's Biſhop's. 


* Obſerve, 


(40) 
13. 
V. The King's Knight at his King's Biſhop's fourth 


Square (9. 


B. The Queen at her King's ſecond Square. 


14. | 
W. The Queen's Biſhop takes the black Biſhop (J). 
B. The Pawn takes the Biſhop. 
| r 
W. The King caſtles with his Rook (m). 
B. The Queen's Knight at his Queen's ſecond 
Square. 
| 16. 


Obſerve, that he might have taken your Biſhop without pre- 
judice to his Scheme, but he chuſes rather to let you take 
his, in order to get an Opening for his Queen's Rook, tho? 
he ſuffers to have his Knight's Pawn doubled by it; but you 
are again to obſerve, that a double Pawn is no ways diſadvan- 
tageous when ſurrounded by three or four other Pawns. How- 
ever, to avoid Criticiſm, this will be the Subject of a Back- 
game, beginning from this twelfth Move, to which you are 
lent after the Party is over; the black Biſhop will then take 
your Biſhop: It will then be ſhewn, that playing well on 
. both Sides, it will make no Alteration in the Caſe. The 
King's Pawn, together with the Queen's, or the King's 
Biſhop's Pawn, well play'd, and well ſuſtain'd, will certainly 
win the Game. C TERS LOU DUS. 051 
VN. B. In regard to theſe Back-games, I ſhall make them 
only upon the moſt eſſential Moves; for if I were to make 
them upon every Move, it would be an endleſs Work. | 
) Your King's Pawn being as yet in no danger, your 
Knight attacks his: Biſhop, in order to take it, or have it 
l.) As it is always dangerous to let the Adverſary's King's 
[Biſhop batter the Line of your King's Biſhop's, Pawn; and as it 
15 ikewiſe the moſt dangerous Piece to form an Attack, it is not 
only neceſſary to oppoſe him by times your Queen's Biſhop, 
but you muſt get rid of that Piece as ſoon as a convenient Oc- 
caſion offers. $4 202 25: | 
den]) You chuſe to caſtle: on the King's Side, in order to 
Krengthen and protect your King's Biſhop's Pawn, which you 
will advance two Steps as ſoon as your King's Pawn is at- 


 mrk'd.) 


th 


ts) 


2 The Knight takes Ei black Biſhop. : 
B. The Queen takes the Knight. 


12. 
W. The King's Biſhop? s Pawn two Steps. 
B. The King's Knight at his Queen's ig $ 
ſecond Square. 
18. 
V. The N $ Rook at its King's Place. 
B. The King's Knights Pawn « one Move (u 9. 


19. 

. The King's Rook's Pawn one Move (o). 
B. The Queen's Pawn one Move. 

20. 
W. The Knight at bis King's fourth Square. 
B. The King's Rook's Pawn one Move (p). 

. 
V. The Queen's Knight's Pawn one Move. 
B. The Queen's Rook's Pawn one Move. | 

22. 
. The King's Knignt's Pawn two Steps. 
B. The King Nash at 15 Queen's fourth Square. 


V. The Knight at Sa King's a 8 third 


1 2 2 


60 He is forced to: play this W to kinder you from puſh- 
ing your King's Biſhop's Pawn upon his Queen. | 

(e) This, King's Rooks Pawn is play'd to unite all your | 
Pawns tôgether, and puſh them afterwards with Vigour. | 

(p) He playeth this Pawn to hinder your Knight entering in 
his Game, and forcing his Queen to remove ; were he to 
play otherwiſe, your Pawns would have an — Field. 8 

(g) You play this Knight to enable yourſelf to puſh your 
King's Biſhop's Pawn next; it will be then f — by three 
Pieces, the Biſhop, the Rook, and the 1 
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. The Queen's Rook takes the Knight. 
. The Pawn takes the Rook. 


F. The 15 takes the Paw 


B. The Queen's Rook takes the Pawn of the op- 
polite, Rook. 


Pawn. - 


W. The Queen at her King” s fourth Square. 
B. Fhe Queen at her King's third Square (2). 


M. The King's Biſhop 8 Pawn one Move. 
B. The Pawn takes 0 


W. The Pawn takes again (u). 
B. The Queen at her fourth Square ( TY 


tf He playeth this Knight to kinder your Fichedt, by 
e by the Strength of your Pawns, Which he would un- 
doubtedly do by puſhing his King's Knight's Pawn ; but you 
break his Deſign by changing your Rook for his Knight. 

(5) You play your Rook to protect your King's Pawn, who 
would remain in the lurch as ſoon a8 v pul. your King's 


Biſhop's Pawn. fg 
4). en n returns to hinder the Check- -mate, now ready 


B. The King's Knight at the white King's third , 
Square (7). | 


24. 


25. 


26. 
WW. The Rook at his King's Place ( 4 | f 
B. The Queen takes the white Quren' 8 Knight 98 


2 


28. 


29. 


* 1 
L % 
. 1 


30. 


45 Were you not to take with your Pawn, your firſt Pro- 
ject, laid in the Beginning of the Game, would be reduced to 


thing. and you would run the Riſk of loling the Game. 


(w) He offers to change Queens, in order to break your 


+ Kchome of giving him Check-mate with your Queen and 
| — 
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M. The Queen takes the Queen. 
B. The Pawn takes the Queen.- 


f TT 31. TEL 80 
2 77. The Biſhop takes the Pawn in his way. _ 
B. The Knight at his third Square. | 


3 OO © 5 
M. The King's Biſhop's Pawn one Move (x). - - 
B. The Queen's Rook at the white Queen's 


Knight's ſecond Square. 
Nr. The Biſhop at his Queen's third Square. 
B. The King at his Biſhop's ſecond Square. 


1 
M. The Biſhop at the black King's Biſhop's fourth 


Square. ' 


| B. The Knight at the white Queen's Biſhop's 


fourth Square: 


: 3 3 
W. The Knight at the black King's Rook's fourth 
Square. 


BR. The King's Rook gives check. 


n 
. The Biſhop covers the, Check. 
B. The Knight at the white Queen's ſecond Square. 


. 
VV. The King's Pawn gives check. 


B. 


(x) You are to obſerve, when your Biſhop runs upon White, 
you mult ſtrive to put your Pawn always upon Black, becauſe 
then your Biſhop ſerves to drive away your Adverſary's King 
or Rook when between your Pawns ; the ſame when your 
Biſhop runs Black, to have then your Pawns upon White. Few 
Players have made this Remark, tho' a very eſſential one. 


(8) 
B. The King at his Ow” 8 third Square (). 


38. 
JV. The King's Biſhop? s Pawn one Move. 
B. The Rook at its — 5 Biſhop' 8 Square. 


W. The Knight gives check at the fourth Square 
| . of his King's Biſhop. _ 

. B. The King at his * s ſecond Square. 

8! W. The Biſhop at the black King's Rook's fourth 


Square. , 
B. Playeth any where the white puſhes to rt. f 


— S 


FIRST BACK- GAME, 


OR 


Continuation of the firſt- Game 3 the 
twelfth Move. 


| 12. 
V. INH E Queen's Pawn retakes it. 
B. The King's Biſhop takes the white 
Queen's Biſhop. : 
13. 


V. The Queen takes the Biſhop. 
B. The Queen's * at his King's third Square, 
14. 


(5 As his King may retire at his Biſhop s Square, it is 


neceſſary to ſend you to a ſecond Back- game, which will ſhew 
uu how to proceed in this Caſe. 


THO on, OPTIO #5 „„«„%/ oo th Op een 
nit Lo ec Rs. ACN aj 0 
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W. The Knight takes the Biſhop, 
B. The Queen takes the Knight. 


W. The King's Biſhop's Pawn two Moves. 
B. Il King? s Knight's Pawn one Move. 


IP. The King's Rook's Pawn one Move. 
B. The King's Knight at his ſecond Square, 


W. The King's Knight's Pawn two Steps. 
B. The Queen's Biſhop's Pawn one Move. 


1. The Knight at his King's ſecond Squares 
B. The Queen's Pawn one Move. 


72 The 


B. The Qucen's Knight at his Queen's fourth 


7. The Queen's Rook at its King's Square. 
B. The Queen's Knight at the white King's third 


* 
4 _— 


S qu * 


Queen at her ſecond Square. 
B. The Queen' s Knight at his third Square. 


Square. 


Square. 


10 


14. 
I. The King's Knight at his King's Biſhop” 2 
fourth Square. 
B. The Queen at her rr s ſecond Square. 


I 6. 


; V. The King caſtles his Rook. 
B. The Queen? 8 Knight at his Queen's Sid 


12 


18. 


19. 


20. 


21. 


22. 
IF. The Knight at his King's Knight's third Square 


23. 


C 


—— 


& 


24. 


F 


10 


. 
V. The Rook takes the Knight. 
B. The Pawn takes the Rook. 


„„ 
W. The Queen takes the Pawn. 
B. The Queen takes the white Qucen's Rook's 

| Pawn. | | 

26. 
W. The King's Biſhop's Pawn one Move. 
B. The Queen takes the Pawn. 
5 27. 
W. The King's Biſhop's A one Move, 
B. The Knight at his King's Square. 
| 28. 5 

I. The King's Knight's Pawn one Move 
B. The Queen at the white Queen's fourth Square, 


WJ. The Queen takes the Queen. 
B. The Pawn takes the Queen. 
75 309. 
W. The King's Pawn one Move. 
B. The Knight at his Queen's third Square. 
31. 

V. The Knight at his King's fourth Square. 
B. The Knight at his King's Biſhop's fourth 

Square. 


-. 
W. The Rook takes the Knight. 
B. The Pawn takes the Rook. 


33* 
W. The Knight at the white Queen's third Square. 
B. The King's Biſhop's Pawn one Move, or any 
where; the Game being loſt. 


— 


8 34. 


( tx ) 
34- 
M. The King's Pawn one Move. 
B. The King's Rook at. its | Queen's Knight's 
— EO 
| ; : 
W. The Biſhop; gives check 
B. The King retires, having but one Ee 


, The Knight gives check. 
B. I've King removes. 


37 
W. The Knight at the black Queen $ Square dif- 
covering check. 
B. The King moves where he can. 
38. 
W. The King's Pawn making a Queen, gives 
.Check-mate in the mean time. h 


There: requires no Animadverſions-6n the Moves of this 
Back-game, they being almoſt all the ſame as in the firſt Game. 


SECOND 


(12) 


D0SSSSSSSS0I000S0SSS08 


SECOND BACK-GAME 
| Of the Firſt Party, 


Beginning from the thirty-ſeventh Move. 


37. 
IF. LT King's Pawn gives ack. 
The King at his Biſhop's Square. 
38. 
W. The Rook at its Queen's Rook's Square. 
B. The Rook gives check at the white Queen's 
Knight's Square. 


39- 
V. The Rook takes the Rook. 
B. The Knight retakes the Rook. 


| 40. 

V. The King at his Rook's ſecond Square. 

B. The Knight at the white Queen's Biſhop's 
third Square. 


41. 

W. The Knight at his King's Biſhop's fourth 
| _—_ 

B. The Knight at the white King's fourth Square. 


42. 


(13) 
42. 
W. The Knight takes the Pawn. 


B. The Rook at its King's Knight's fourth 
2 +" 


43. 
W. The King's Pawn one . and gives check. 
B. The King at his 2854 s ſecond Square. 


W. The Biſhop gives tuck at the black King's 
| third Square. | 


B. The King takes the 1 


W. The King's Pawn — a Queen, and wins 
the Came. 


SECOND 
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B. The Pawn takes the Pawn (6). 


( 14 ) 


RCRA Y ERR YRS See 
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SECOND GAME, 
5 ri $017 > 
THREE. BACK-GAMES, 


The firſt beginning from the third, the other 
from the cighth, and the laſt from the 
trwcaty-lixth Move. 


15 
White HE King's Pawn two Steps. 
Black The ſame. 
V. The King's Biſhop. at his Queen's Biſhop's 
fourth Square. „ | 


2 ” 


B. The Queen's Biſhop's Pawn one Move, 


* 
* 


OY 


| x ll 
W. The Queen's Pawn two Steps (a). 


(a) Tis abſolutely neceſſary to puſh this Pawn two Steps; 
Playing any thing elſe would get him the Move, and by con- 
Jequence the Artack : This would put your Game in a bad 
Condition, becauſe you could hinder him no longer from putting 
the Strength of his Pawns in the Middle of the Cheſs-Board 3 
and (ſuppoſing always none of you to play amiſs) would win 
him the Game. | 

(b) If he refuſes taking your Pawn, in order to purſue im- 
mediately his intended Scheme of attacking your Biſhop "_ 


Te) 


WY | 
V. The Queen takes the Pawn. 
B. The Queen's Pawn one Move, 


3 | 
I. The King's Biſhop's Pawn two Moves. 
B. The Queen's Biſhop at his King's third 
Square (c). 
6 


W. The King's Biſhop at his Queen's third Squire. 
B. The Queen's Pawn one Move. 


7. 

I. The King's Pawn one Move. 

B, The Queen's Biſhop's Pawn one Move. 
we 


W. The Queen at her King's Biſhop's ſecond 


Square. 
B. The Queen's Knight at his Queen's Biſhop's 
third Square (a). 5 


his Queen's Pawn, he will (with regular Play on both Sides) 
loſe the Game, becauſe his Queen's Pawn being ſeparated from 
his Camarades, cannot avoid being loſt. This, producing 
great Alterations in the Game, will be the Subject of my firit 
Back-game, beginning from his third Move. 

(c) He playeth this Biſhop for three weighty Reaſons: The 
firſt, and moſt material is, to puſh his Queen's Pawn, in order 
to make room for his King's Biſhop ; the ſecond, to oppoſe it 
to your King's Biſhop ; and the third, to get rid of him, accord- 
ing to the Rule preſcribed in the firſt Party, vide (I) page 4. 

(a) If inftead of getting out his Pieces he ſhould continue 
to.puſh on his Pawns, he would loſe the Game infallibly ; be- 
cauſe it muſt be obſerved, that one or two Pawns, too far ad- 
vanced in the Beginning of a Game, muſt be reckon'd as good as 
loft, except when all the Pieces are fit for Action, or that thoſe 
Pawns, when taken, can have their Places ſupplied again by 
other Pawns. This will be demonſtrated by a ſecond Back- 
game, beginning from the eighth Move, which will convince 
you that two Pawns in a front Line, ſituated upon your fourth 


Squares, 


9. 


10 


V. The Queen's Biſhop's Pawn one Move. 
B. The King's Knight's Pawn one Move. 
10. _ 
W. The King's Rook's Pawn one Move. 
B. The King's Rook's Pawn two Moves (e). 
II. | 
V. The King's Knight's Pawn one Move. 
B. The King's Knight at his Rook's third Square. 
12. 
W. The King's Knight at his Biſhop's third Square. 
B. The King's Biſhop at his King's ſecond Square. 
| 13. | 
W. The Queen's Rook's Pawn two Steps. 
B. The King's Knight at his Biſhop's fourth Square. 


14. 

W. The King at his Biſhop's Square (/). 

B. The King's Rook's Pawn one Move. 

| I 5+ 

W. The King's Knight's Pawn one Move. 


B. The Knight gives check to the King and to 
the Rook. 


16. 


Squares, are better than two upon the ſixth Squares; becauſe 
they, being ſo diſtant from the main Body, may be compared, 
as in an Army, to loſt Vanguards and Sentries. 

(e) He puſhes this Pawn two Steps to hinder your Pawns, 
being four to three on that Side, to fall upon his own. Here 
is an Obſervation to be made, that in the preſent Situation 
two equal Bodies of Pawns are on the Cheſs-Board; you have 
four to three on your King's Side, and he has likewile four to 
three on his Queen's Side; thoſe on the King's Side have 
always ſome Advantage, the King being by a ſuperior Num- 
ber better guarded : Nevertheleſs, he that will be able to ſe- 
parate firſt his Adverſary's Pawns (eſpecially on that Side 
Where they are ſtrongeſt) will undoubtedly win the Game. 

) You play your King, in order to be able to form your 
Attack, as well on your left, as on your right Wing. 


[ED 


W. The King at his Koighe s ſecond Square. pv 
B. The Knight takes the Rook. A SfP 


17. 

IW. The King takes the Knight ( 2). 

B. The Queen at her ſecond Square. 
18. 


W. The Queen at her King's Knight? 8 Square (H.) 
B. The Queen' s Rook's Pawn two Steps. 
F--Y 19 n 
I. The Queen's Biſhop at his King 8 third © 
Square. 


B. The Queen $ Knight's 8 Pawn one More. 

205. 77 1 
W. The Queen? Knigbs at his Rook! 8 hind 3 
B. The King caſtles on his Queen' s Side (#). 


4 21. 

0 Though a Rook is 3 a b Here "ha a 
Knight, yet this Change turns to your Advantage; the Rea- 
ſon of it is, in the firſt place, that this — has already 
made at leaſt four Moves before his Arriv that Place, 
whereas your Rook never ſtir'd yet from its Place: Secondly, 
his Knight being thus ſituated proves very troubleſome to 
you; ſo the taking of him puts your King in an eaſy Situa- 
tion, and enables you the better to form your Attack on either 
Side, where your Adverſary ſhall chuſe to caſtle. 

- (4) 'Tis of conſequence to play your Queen, in order. to 
ſuſtain your King's Biſhop's Pawn, for fear he ſhould ſacrifice 
his Biſhop for your two Pawns, which he certainly would do; 
decauſe ab the Strength of your Game conſiſting in your Pawns, 
the — of them would give him the Attack upon you, 
and . make you loſe the Game. 

0 You Nay this Biſhop with an Intention to FM him to 
puſh his Queen's Biſhop's Pawn, which would give you the 
Game very ſoon, becauſe it gives an Opening to your Knights 
to enter his Game every where, 

(#) He caſtles on his Queen s Side, to avoid the great 
Stren Long of your Pawns on the other Side ; and the more ſo, 

805 are already further advanced than choſe on your 
. — s Lide, | | 
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Ow) 
21. 
W. The King's Bimop gives check. 
B. The King at his? — 4 Biſhop's 4 ond 
Square. 


| 15 ra ects 49 11 89 14 .> 
M. The Queen's Knight at his Queen? 8 Biſhop's 8 
ſecond Square (I) MEN 
B. The Queen” $ Rook N her own Place, $ By. 
HEL RICE * 0 l | 
W. The King's Biſhops at the black Queen $ 
22 41 Knight's fourth Square. r 181. 
B. The Queen at her home ( mw „ 
ON WW. 1 42418 DIGG © 290 (1 
W. The Queen's Knights Pawn two Steps. 
B. The (Teen at her King's Biſhop's 1 bed 
AA} D.C. 0 Ag. 
The Queen s Knight's Pawn takes the black 
[Queen's Biſhop's Pawn. od, 8 


g. The. Queen's Knight” $ Kaan takes the e kenn 
192547 Re YE a0 94 cd 54 


12 20 j 
King's Kate at bis Queen's ſecond 
2941 (3 40 Square (). 101 3 4 | 
B. The op 8 —_— 8 Pawn one Move 4%. 
0 G3 4 2 N 
(WIE, in ſtead of going back, int Wider to inks your 7: 
on the Pawns that fetard yout. winning of the Game, 
<p 25 Sine him Check, vou would ofe "At „feat Wo 
© oves 5+ n 
£1 Ke th his Qu Jacen. With A deſign to up 1555 next E 
r. Kir @p's. (75518 foreſeeing very well that his'w 
me depe ke on ſuſtaining his Queen's Biſhop's Pawn. £ 
55 Lon play this N i a View as to n the 
Pawn i b | 8 


Sar, K Knight from 150 bimſetf 44 Hor | 
Ki ird 8 5 10 = Move may Ge 4 


x 


11 
V. The King 8 Knight : at his Biſhop's third Square. 
B. The King's Biſhop's Exp! one Move (p). 


W. The Queen- 8 Biſhop g ves 8 
B. Thd/Kihg: at his Queen's K pight g Sand | 


CO 
10 -avoIM ti 294; Moot. 2 
15. The Biſhop takes the Knight and ſe EDN 
B. The King takes the _ 


39. 
W. The King's Knight gives check. an 
B. The King at his 1 ſecond Square OS 


IV. The King's, Biſhop' 8 * one Move. 
B. "The Biſhop at his King's Knight's Se ute. * 


17 The King s Pawn gs ch Ak. Mid ST. 
B. The King at his n NG at TP 


"vn 


M. The King's Koight a at the. . back: Gere, 


Knight's four are... 4 
B. The King? 8 Biſhop a at 61 Queen, My ; 


res: 


W. The Queen at her 255 rth Square (*. 
B. Loſt every where. 


7 
rern 2 . . D 2 „ RST — 
„an. 141 þ 2 > 
. 


(p) Whatever he may W now, the Game is irretrievable; 
becauſe as ſoon as . Lier © can . a free N — 


it u King takes yor Quee kim have hi 
is ing es your Queen's op, you have his 
1 45 by a diſcover'd check upon him; and if he playeth 
otherwiſe, he loſes his Queen's Biſhop. 


, Thy The. N takes afterwards! his Queen's Pawn, Enters 
9 and maſters moſt wh his Pieces therefote! it 


o go on. 


FISRT BAck- GA ME, 


Beginning from the Third Move of the 
HE Second Party. rene | 


ot Move. | 
White. ” HE a s Pawn two Steps. 
Black. The * 4 © 


I. The King s Pawn wikles the Pawn. 
B. The Q Queer? 8 Biſhop? s Pawn takes the Pawn. 


5. 
W. The Biſhop gives check. 
B. The Biſhop covers the Check. 
V. The Biſhop takes the Biſhop. 
B. The. Knight takes the Biſhop. 
I. The Queen's Pawn takes the Pawn. | 
B. The Knight takes that Pawn. 4662" 
. f ; th 
V. The Queen at her * 8 ſecond a Squire 
B. The ſame. 8 #4 


17. The Queer? $ Knight El his aer 8 third Square 
B. The King caſtles | 


TOES 
= The Biſhop at his King 8 Biſhop! s fourth "IE 


B. The Queen's K night at his — sthird Square. 
W 


—— 


— 


k739 


& + 57 Higgins S\4- 

W. The King Kang f "Ja 
B. The Cw, takes the Queen. Ss 
MOL 12. g dah vr «; 


W. The King? $ Knight takes the Queen: 

B. The Queen' $ Pawn one Move. Wo. 
B - 

IF. The Queen's Knight at his King's Sr foutthSquare. 

B. The * s Biſhop's Pawn one & Move (a). 


W. The King? 8 Rook's W two bret 
B. The King) s Rook's Pawn the l | 
15. 3. SO 
W. The King's Rook at its third Cams | 
B. The King 5 Knight at his Rook 85 third N 
1 


I. The Biſho takes the Lig, 
B. T he Rook takes the Biſhop. _ | 

0s Lf 
u, The King 8 Rook at its Chad 8 third Square. 
B. The Queen! s Rook at its King! Square. 
| +7; 86505 
W. The King's Knight rakes the Pawn. 


B. The Knight at the white Queen 8 Knight's 8 | 
— fourth Square (5). 53 14 


19. 
5 The King's Rook at its King” $ third Square. 
B. 
. in lieu of playing this Pawn, he had play ' d his Rook 
at his King's Square to attack your two Knights ; you Den 
hav: let him take the Pawn that is at your s ſecond 
Square, and with your other Knight have — King ; 
Biſhop's Pawn. The Conſequence is plainly ſeen. | 
(5) Had he taken your Lonight with his Rook, inſtead of | 
playing as he did ; yours (taking his again) would have gain'd 
you his King's Biſhop, by a Check given with _ Rook, and 
conſequently the Game. 


ry A, 


(22) 
8. The Knight takes the Rook's Pawn and gives 


check. 29 LA la * HT 
30; 25245) 1:9 1 

W. The King at his Queen? 8 Knight” 8 Square, 
B. The Knight retires. ! gin g I 


v Si nw i 

I. The Knight checks the — and Rook at 
once, and having the Advantage of a good 
Situation, and a Rook for a Biſhop, muſt 
get the Game. This Obſervation ſhew- 
eth, that when both Sides play well, he 
that moves firſt will al n always win 

the Game. 


EE I 


SECOND BACK- GAME, 


Beginning from: the: Eighth Move of the 
Second g 


48. ; 46 | * 1 

White HE Me at OY Kin 5 * $ 
„Te ſecond Square. 0 ps 

Black. The Queen's Mu Faun one Move. - 


Fw. T he King” 5 hop ar bis King's 8 Tecond Squate. 
B. The Reyes s Pawn one Move. l 
Fo Hat eee 
1. T he. Queen. s Biſhop's Pawn one More. 
B. A een 8 aun one mo. Y 


%-, * o 
: 7 / 1 . 
p a 0 * $ 1 a - 
4 * 
. | 11, 
. v4 890 e 5 ef „ 
» — * 


W e 


(23) 
3, 
M. The King's Biſhop at his third Square. | 
„ Biſhop at his Queen's founth 


I2, 
W. The Queen's Knight s Pawn one Move. 
B. The Queen's Or s Pawrt two Steps. 


W. The Queen's Rocks Pawn two Steps. 
B. The Deen 8 —_ 8 Pawn takes on Pawn. 


40 
17. The Queen? 8 Rock's ; bY, E = Pawn. 
B. The Queen's Bifhdp takes the white Biſhop. 


W. The King's Knight x, the Biſhop. 
B. The Queen 5: Knight at bis LG 8 ccd 
1 
1. n n 150 Gili e! „ 
W. The Queen- s Biſhop at his King 8 "third a 
B. The Rook at its Queen's Knight's: Sue WV 
I 7. 5H 2117 
- The Queen' s Baſhop' A Pendbeg Move... 
. The _ $ FROG at his third Square. 


1 2 18. f bs 2 4s 511 F) 14 ; NY 4 


— 


* 
a". 


—— 9168 2 
8. Ws King's Biſhop, at the white _— 8 
| Knight's fourth Square. 


W. The King: vitro will Amit ontivdly;wic 
the Game, becauſe all his Pawns are well 
firuated, and well: ſuſtain d; Wut H 
Adverſary's Pans are ſr parated and likes 


ly to be loſt. 
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On this Raced Party, heginniag from the 
-» Tweoty-fixth. Move... 


codlif ods "Ip 11 gin T an AT 2 
V. Tur. King's Knioke-a at his Queen's . 
cond Square. 
B. The _ $ Biſhop" s Pawn one Step. EG 
©2191! 12 QA. { RO nk: © 
V. The King 8 night at his Queen' 8 Knight's 3 
third Square. FI 
B. The: Queen s Biſhop?s. Pawn orie e XN 
Ep P D111 1218 28. PF 2 1 . 741 1 *\ 
. The Queen's Biſhop give check. 
B. The King at his Queen's Knight's * 
is Ar 


S115 ile | 29. | 
IW. The King” $ Knight gives 8 at e black 
Queen's Biſhop's fourth Square. 
B. The An 8 * takes the — U 
Dede zd, St 


V. TheQueen's Biſhop. takes the B. "Dy 
B. The Queen at her Biſhop? $ Sn 


11111 


#1 = * 


— 
3 
my 


(25) 

RP 31. 
M. The Rook at its Queen's Knight's Square. 
B. The King at his Deen $ Biſhop's” ſecond 

| Square. 
32. 

W. The Queen” $ Biſhop gives chk at the black 
Queen's third Square. 


B. The King at his Queen's Square, 


| 33- 

I. The Queen gives check at the black Queen's 
Knight's third Square. 

B. The King any where loles the Game. 


\ 


E 1 


. x _ 


GE COPS ee 


THIRD PARTY, 
Beginning with the Black, 


Wherein it is ſhewn, that playing the King” 8 
Knight, the ſecond Move, is entirely 
wrong; becauſe it not only loſes the At- 
tack, but gives it to the Adverſary. It 
will be ſeen likewiſe by three different | 
Back-GamMegs;that a good Attack keeps 
the Defender dhe 1 


05 * del $4 
4 = 1 * 0 
Black, H E King 8 Pawn two Steps. 


Mbit. 1 The ſame. 
B. The King's Knight at kis Biſhop's third Square. 
W. The Queen's Pawn one Move. 


* 
B. The King's Biſhop at the Queen's — 3 
fourth Square. 


W. The King's Biſhop's Pawn two Moves (a). 


4. 
(a) Any thing elſe ger Adverſary could have play'd, this 
Move, it bein very advantageous to 

£ r his royal Pawn ; be- 

cauſe 


was always your be 


change your _ s Biſhop's Pawn 


(27) 
B. The Queen's Pawn one Move. 
W. The Queen's Biſhop's Pawn one Move. 


B. The King's Pawn 1 the Pawn (2). 
W. The Queen's Biſhop retakes the Pawn. 
6. | 
B. The Queen's Biſhop at the white King's 
Knight's fourth Square. - _ 
W. The King's Knight at his Biſhop's third 
8 f Square (c). 


y E 2 T: 
— 6 -cauſe your King and Queen's Pawns place themſelves in the 
1 Middle of the Cheſs- board, and become in a State of ſtopping 
It all the Progreſſes of your Adverſary's Pieces; beſides this, 
it you gain the Attack upon him, and that by his having play'd 
his King's Knight at the ſecond Move, You have ſtill another 
08 Advantage by loſing your King's Biſhop's Pawn for his King's 
Paw; that is, when you do caſtle with your King's Rook, 
the ſame Rook finds itſelf immediately free and fit for Action 
in the very 7 of the Game. This will be demon- 
ſtrated by my firſt Back- game, beginning from the third Move, 

to which you are ſent after the Party. 

(5) You muſt obſerve, that if he refuſes taking your Pawn, 
you are to leave it in the ſame Situation and Placezexpoſed 
to be taken; except however, he ſhould chuſe to caſtle with 
his King's Rook, in ſuch cafe you muſt without any Heſita- 
tion, or the Interval of a ſingle Move, puſh that very Pawn 
forwards, and in order to mtack, and fall upon his King 
with all the Pawns of your right Wing. The Effect of it 

's will be beſt learn'd by a ſecond Back-game, beginning from 
| this fifth Move to which you are ſent. You are to obſerve 
again, as a yams Rule, not to determine eafily to puſh on 


the Pawns either of your right or left Wings before your Ad- 
4. verſary's King has caſtled; he will otherwiſe retire where your 
1 Pawns are leſs ſtrong or leſs advanced, and by conſequence leſs 
ws | dangerous to him. 


(e) If he takes your Knight, you muſt abſolutely take his 
fe with your Pawn, which being join'd to his Camarades, en- 


creaſes their Strength, and by conſequence that of your 
Game. | 7 5 
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(28) 
B. The Queen's Knight at his Queen's fecond 


Square. 


W. The Queen's Pawn one Move. 


8. 
B. The Biſhop retires. | 
W. The King's Biſhop at his Queen's third (a) 
Square. 


B. The Queen at her King's ſecond Square. 
V. The ſame. ; 


- IO. 
B. The King caſtles with his Rook (e). 


W. The Queen's Knight at his Queen's ſecond 
Square. 
11. : 


B. The King's Knight at his Rook's fourth (F) 


Square. 

V. The Queen at her King's third Square. 
| I2, 
(a) This is the beſt Square your King's Biſhop can chuſe, 
except the fourth of his Queen's Biſhop ; particularly when 
ou have the Attack, and it be out of your Adverſary's 
Power to hinder that Biſhop from playing on his King's 

Biſhop's Pawn. if; 

(e) If he had caſtled on his Queen's Side, it would have 
been then your Game to caſtle on your King's Side, in order 
to attack him more commodiouſly with your Pawns on the 


left. It is here ag: in neceflary to obſerve, for a general Rule, 


that as it is dangerous in an Army to attack the Enemy too 
ſoon, it muſt ſerve likewiſe for Inſtruction here not to be too 
haſty in puſhing your - Pawns forwards, till they are well 
ſuſtain'd by one another, and alſo by your Pieces, other- 
wiſe your Attack will prove abortive. The Form of this 
Attack at your left will be ſcen by a third Back-game, begin- 
ning from this tenth Move. 

(f) He playeth this Knight to make room to his King's 
Biſhop's Pawn, with a deſign to advance it two Steps, in or- 
der to ſtrive to break the Chain of your Pawns. 


(29) 
. 
B. The King's Knight takes the Biſhop (g). 
IJ. The Queen retakes the Knight. 
13. 2 hfee 
B. The Queen's Biſhop 2 the Knight (5). 
W. The Pawn. retakes the Biſhop. ._ 
Ide: nt} 5 
B. The King's Biſhop's Pawn two Moves. 
W. The Queen at her King's Knight's third 
Square. „ LE 31 
T6 
B. The Pawn takes the Pawn. 
W. The Biſhop's Pawn retakes it. 


16. ä 
B. The King's Rook at its King's Biſhop's third 
15 Square (i). 
W. The King's Rook's Pawn two Steps (K). 


17. 


(g) If he had puſh'd his King's Biſhop's Pawn inſtead of 
taking your Biſhop, you muſt then have attack'd his Queen 
with your Queen's Biſhop, and puſhed your King's Rook's 
Pawn the next Move upon his Biſhop, to force him to take 

our Knight: In this Caſe (as I have already obſerved) your 
bet way was to retake his Biſhop with your Pawn, in order 
to ſupport the better your royal Pawn, and replace it in caſe 
it be taken. 
) If he did not take your Knight, his Biſhop would re- 
main impriſon'd by your Pawns, or he would loſe at leaſt 
three Moves to get him free ; which three uſeleſs Moves are 
ſufficient to ſpoil his Game. | : 

(i) He playeth this Rook with two Deſigns, either to double 
it, or to remove your Queen, 

(% You puſh this Pawn two Steps to give your Queen more 
room, which being attack'd can retire behind this Pawn, 
and then remain battering upon her Adverſary's King's Rook's 
Pawn. Your Pawn advancing afterwards will become dan= 
gerous to your Adverſary's King. 


( 30) 
17. | | 
B. The Queen's Rook at its King's Biſhop's 


Square: ; P34 | 
V. The King caſtles with his Queen's Rook. 
18. 
B. The Queen's Biſhop's Pawn two Steps. 
W. The King's Pawn one Step (4). 
19. 
B. The Queen's Pawn takes the Pawn. 
W. The Queen's Pawn one Move. 


20. 


() Here is a Move as difficult to comprehend, as it is to 
be well explained. In the firſt place you are to obſerve, 
that when you find yourſelf with a Chain of Pawns following 
one another, upon one and the fame colour'd Squares ; or to 
ſay better, in an oblique Line, the Pawn who has the Van, 
or is at the Head of them, muſt not be abandon'd, but muſt 
ſtrive to keep and preſerve his Poſt. Here then you muſt 
obſerve, that your King's Pawn being not in the Line with - 
his Camarades, your Adverſary has puſh'd his Queen's Biſhap's 
Pawn two Steps, for two Reaſons : The firſt to engage you to 

uſh that of your Queen forwards, which in this caſe would 
be always ſtopp'd by that of his Queen's; and thus leaving 
behind that of your King, would render it conſequently en- 
tirely uſeleſs. The ſecond is to hinder your King's Biſhop to 
batter upon his King's Rook's Pawn; therefore it is beſt to 
puſh your King's Pawn upon his Rook, and facrifice it; be- 
cauſe then your Adverſary. (by taking it, as he, cannot well do 
otherwiſe) openeth a free Paſſage to your Queen's Pawn, which 
you are to advance immediately, and ſuſtain in caſe of need 
with your other Pawns, in order to make a Queen with it, or 
draw ſome other conſiderable Advantage by it to win the 
Game. . It is true, that his Queen's Pawn (now become his 
King's) appears to have the ſame Advantage of having no Qp- 

ofition — your Pawns to make a Queen; however, the 

ifference is great, becauſe his Pawn being entirely ſeparated 
from his Camarades, will always be in danger of b ng ſhatch'd 
away in his Road by a Multitude of your Pieces all at War againſt 
it But to know well how to make uſe of theſe Moves at pro- 
per times, one muſt be already a good Player: | 


: . 
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(32) 


20. 


B. = Biſnop at his Queen's Biſhop's fecond 
8 | 


quare. | | | 
W. The Knight at his King's fourth Square (n). 
21. 


B. The King's Rook at the white King's Biſhop's 


third Square. | 
V. The Queen at her King's Knight's ſecond 
Square. 
22. 
B. The Queen at her King's Biſhop's fecond 
Square (2). | i 
IJ. The Knight at the black King's Knight's 
fourth Square. | 
23. 
B. The Queen gives check. 
W. The King at his Queen's Knight's Square. 


24 
B. The Rook takes the Biſhop (o). 
W. The Rook retakes the Rook. 


25. 
(en) It was neceſſary to play that Knight in order to ſtop his 


King's Pawn ; the more, becauſe this very Pawn, in its pre- 


{ent Situation, ſtops the Paſſage of his own Biſhop, and even 
of his Knight. 5 | 

(z) He playeth his Queen in order next to give you check; 
but if he had play'd his King's Rook's Pawn to hinder the 
Attack of your Knight, you muſt have attack'd his Biſhop 
and his Queen with your Queen's Pawn ; and in this Caſe he 
would have been forced to take your Pawn, and you ſhould 
have retaken his Biſhop with your Knight, which he could not 
have taken with his Queen, becauſs ſhe would have been loſt 


by a diſcover'd Check with your Biſhop. 


) He takes your King's Biſhop ; firſt, to ſave his King's 
Rook's Pawn, and that your Biſhop proves more incommo- 
dious to him than any other of your Pieces; and ſecondly, 
to put his Queen upon the Rook that covers your King. 


(32) 
| | 25. | 8 
B. The Queen at her King's Biſhop's fourth 


Square. 
W. The Queen at her King's fourth Square 2 
"= "Ws 
B. The Queen takes the Queen. 
ﬀ. The Knight takes the Queen. 


B. The Rook at the whit King's Biſhop- s fourth 
Square. 
W. The Knight at the black. King: s Knight's 
fourth Square, 
| 28. 
B. The Queen's Biſhop's Pawn one Move. 


W. The Queen's Rook at her nite s Knight's 
third Square. 


* 


29 
B. The Knight at his Queen! 8 Biſhop” s fourth 
| Square. 
V. The Knight at the black King's third Square. 
3 | 30. 
B. The Knight takes the Knight. 
W. The Pawn retakes the Knight. 
| I. 
B. The Rook at its King's Biſhop's third Square. 
M. The King's Rook % its Queen's 55 


- B. The Rook 5 the : Pawn, 
IF. 


(p) Having the Adv antage of a Rook againſt a Biſhop at 
the End of a Party, it is your Advantage to change Queens; 
and the more ſo, becauſe his Queen being at preſent trouble- 
ſome to you in the Poſt where he juſt play'd it, you force 


him to change, which he cannot avoid, if he will lave his 
being Check-mate, 


1 re 


(33) 
7. The King's Rook at the black Queen's ſecond 
Square, and muſt ft the Game, as 1s 
ealily perceived (9). I 


209990000 eee 
FIRST BA „ | 


Of the Third Fanz c 
Beginning at the third Move. 


0051 . 11 
Black. HE. Queen's Pawn two Steps. 
White. The King' 3 Pawn two ere 


B. The Queen's Pawn — the Pawn (a). 
W. The King's Biſhop's kg retakes the 1 


B. The King's Knight at che white King' S dd 
fourth Square. FP * 
V. The Queen' $ Pawn one Step, 
6. 
B. The King's Biſhop's Pawn two Steps. 
M. The King's Biſhop at his "_ 8 _ g 
fourth Square. 


7. 
00 Any thing he could have 7 could not - hinder you 
from doubling your Rooks, unleſs he had ſacrificed his Biſhop, 


or let you make a Queen with your Pawn; therefore Joſes the 


Game every. wa | 
(a) If he had taken your Kin 77 iſtop- 8. Pawn iptead of 
this, you muſt have /puſh'd your King's Pawn upon 5 Knight, 


and eur retake his Pawn F * your Queen's nine 


wet 4 


(34) 


B. The Queer? 8 mw Faun dos Steps 
W. The Queen's Biſhop's Pawn one Step. 
8. 
B.-The Queen' $ Knight at his Biſhop' s third Square, 
N. The King' s Knight at his King's ſecond Square. 


9. 
B. The King's Rooks en two Steps (50). 
W. The Ling s Rook's Pawn one Move. 

1 b 
B. The King's Knight at his Rook's third Square. 
. The King caftles/ 


bY. 
B. The Queen's Knight at his Rook's fourth 
Square. 


W. The Biſhop gives « check. 
12. 


B. The Biſhop covers the Cchecxn. 
W. The Biſhop takes the black Biſnop. 


1 13. 
B. The Queen takes the Biſhop. 
W. The Queen's Pawn one Move. 
A 
B. The Queen's Biſnop s Pawn one Move (ch. 
. 225 _— 8 9 8 Pawn two ren. 
| | | 1 16. 


66) He puſhes this Pawn two Steps to 5080 having a double 

Pawn upon his King's .Rook's Line, which by puſhing your 
King's Rook's Pawn upon his Knight, he could not thbly 
avoid; and your taking it afterward, with your Queen's 
boy, 90 7 have given him a very h Game. 
- (c) He playeth this Pawn to cut the Communication of your 
Pawns ; but you avoid it by puſhing immediately your Queen's 
Knight's. Pawn upon” his Knight, which having no Retreat, 
obliges your Adverfary to take the Pawn by the way. This 
rejoins your Pawns again, and makes them invincible. 


(35) 


13 
B. The cud s Biſhop's Pawn takes it paſſing by. 
M. The Rook's Pawn retakes the Pawn, 


G7 
B. The Queen's Knight's Pawn one Move. © 


W. The Queen's _—_ at his King's third 


Square. 


B. The Biſhop at his King: s ſecond Square. 


W. The King's Knight at his King's N $ 
fourth Square (4). 
1 
B. The King's Knight at his awn Square. 
W. The King's Knight at the black — * 8 
third Square. | 
1: „ 
B. The King's Rook at its ſecond Square. 
W. The King's Pawn one Move. | 
20. 
B. The Queen at her Knight's ſecond Square. 


M. The Queen's Pawn one Move. 


2 
B. The King's Biſhop at his third Square. 
W. The King's Rook takes the Pawn, 


22. 
B. The King caſtles. 


IV. The King's Rook. rakes the black Queen's 
Knight, 1 


| 232 : 
B. The Pawn takes the Rock. 
© jj I. 


(4) This Knight ſeems to be of very little conſequence ; 2 
vertheleſs tis he that gives the mortal Blow to his Party, be 
cauſe this very Knight holds at preſent all your Adverſary's 8 
Pieces in ſome meaſure quite lock d up, till * have time to 
Prepare the Check- mate. 


C36 
M. The Queen's Rook takes the Pan, 
14 . 
B. The Queen's Rook's Pawn one Move. 
W. The Rook gives Rock 


23. 
B. The King retire. 
V. The Rook at the black — 8 — s ſe- 
cond Square. 5 
26. 
B. The Queen at her Knight's 8 . 
W. The Queen's — : his Rook's third Square. 


B. The Queen at * King $ Biſhop! s fourth 


"Square. . 
V. The Queen's Knight at her Biſhop” s fourth 
Square. | 
1 


B. The Queen takes the Knight hain not to 


do better. 13 
V. The Biſhop gives er. 


29. 
B. The King retires where he can. 
M. The Knight gives check- mate. 


SECOND 
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(3) 
$00500000000I00000000000 


SECOND BACK-GAME, 
Beginning from the fifth Move. 


5. 
Black. HE King caſtles. 
I hite. The King” s Biſhop's Pawno one Move 
B. The Quan $ Pawn one Move, 
M. The Queen at her King's Biſhop's third Square, 


PF 
B. The Queen's Pawn takes the Pawn. 
IW. The Queer? 8 Pawn retakes the Pawn. 
; 8. | 
B. The Queens 8 Rock's Pawn two Moves. 
W. The King's Knight's Pawn two 2 


9. 
B. The Queen at her third Square. 
W. The * Knight's Pawn one Move. 
4 
B. The King? 8 Knight at his King s Square. 
W. The King's Biſhop at his Queen's e 8 
; fourth Square. | 

I. 
B. The Queen's Biſhop's Pawn one Move. 
V. The Queen at the black King's Rook's fourth 


Square. 


- 


(638) 
12. 
8. The Queen's Knight's Pawn two Steps. 


V. The King's 5 Knight s Pawn one Move. 


13. 
B. The King's Mook's Pawn one More. | 
W. The Biſhop takes the King 8 Biſhop” s Pawn, 
and gives * 


B. The King at his Rook”s Square. . 
W. The Queen's ' Biſhop takes the black * . 


Rook's Pawn. 
| 13 
B. The King's Knight at his Biſhop's s third 
Square. 


W. The Queen being at her King? 5 Rook's fifth 
Square, wins s the Cane”: on removing the 
Biſhop. . + a 


090090005 090000993006000 
_ from the berith Move, 


Black. HE King caſtles on his Queer? J Side. | 
WW. bite. The King caſtles on his own Sy | 
ode r 
B. The King's Rook's Pawn one Move. bo $M 
. The Queen's Knight at his Queen's ſecond 
Square. 
BEG 
B. The King's Knight's Pawn two | Steps, 
. The Queen? s Biſhop at his King's third Square. 


3 13. 


(39) 


| 13. | | 
B. TheQueen'sRook at its King's Knight's Square. 
W. The Queen's Knight's Pawn two Steps. 


14. 
B. The King's Rook's Pawn one Move. 
V. The Queen's Rook's Pawn two Moves (a). 


15. 

B. The Biſhop takes the Knight. 

W. The Queen takes the Biſnop. 
16. | 

B. The King's Knight's Pawn one Move. 

W. The Queen at her King's ſecond Square. 
19. | 

B. The Queen's Biſhop's Pawn one Step. 

W. The Queen's Rook's Pawn one Step. 

| 8 


B. The Biſhop at his Queen's Biſhop's ſecond 
Square. | 


W. The Queen's Biſhop's Pawn one Move. 


| „ | 
B. The King's Rook's Pawn one Move. 

W. The King's Rook at its Queen's Knight's 
-” Square, | | 


20. 

B. The King's Rook at its fourth Square. 
W. The Queen's Biſhop's Pawn one Move. 

2 | 
(a) When the King finds himſelf behind two or three Pawns, 
and that your Adverſary falls upon them in order to break 
them or make an Irruption upon your King, you muſt take 
care to puſh none of thoſe Pawns till you are forced to do it. As 
for example: it would have been very ill play'd to have puſhed 
your King's Rook's Pawn upon his Biſhop, becauſe he: would 
then have got the Attack upon you by taking your Knight 
with his Bithop, and would have got an Opening upon your 
King by puſhing his King's Knight's Pawn. This would have 
loſt you the Game. | rr 7 
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(4 
1 le" 
B. The Queen's Pawn one Move. 
V. The King's Pawn one Move. 
22. 
B. The King 's Knight at his King's Square. 
W. The . s Knight's Pawn one Move. „ 


1 
B. The Pawn takes the Pawn. 
W. The King's Rook retakes the Pawn. 
24. 
B. The Queen s Rook's Pawn one Move. 
W. The King's Rook at its Queen's Knight's fourth 


Square. 
28. 


B. The King's Biſhop's Pawn one Move. 
NV. The King's Biſhop takes the Queen's Rook's 
Pawn. | | 
26. 
B. The Pawn takes the Biſhop. 
W. The Queen, takes the Pawn, and gives check. 
ER * 
B. The King fetires. 4 
W. The Queen gives check. 
28. 

B. The Knight covers the Check. 
W. The Queen's Rook's Pawn one Move. ; 
29. 

B. The King at his Quiver? s ſecond Square. 
W. The Queen takes the e 8 LAND, and Sires 
check. 97 
30 
. The We retires. Fol) 
. The Queen's Rook's N one © Move, and by 
different very viſible ways wins the Gamey . 


without going farther. _ 
19 U R T H 


(4) 


Be dome 2222296 De dens de 
55 


FOURTH PARTY, 


WITH 


TWO BACK- GAMES, 


One vein from the fifth, and the other 
from the ſixth Move. 


I. 
H E. Kings Pawn two Steps. 
& he ſame. 
2. 
B. The dees s Biſhop's Pawn one Step (8)... 
M. The Queen's Pawn 25 ſteps. 


Black. 
White. 


B. The Pawn takes the * 


W. The Queen retakes the Payn. 

4. 
(a) Playing this Pawn the ſecond Move (unleſs one is ſure of 
playing with a bungling Gameſter) is demonſtratively ill played, 
becauſe the Move is certainly loft by the Adverſary's puſhing 
the Queen's Pawn two Steps; conſequently the attack goeth on 
the other fide, and very probably the Game ; for, when once 
the Move is loſt, it is very difficult to — — it with — 
Players. Tis true, if you were to ne our 
Queen's Pawn, (as I ſaid before) he ma = up © 
Game with his Pawns, G 


(42) 


4. | 
B. The Queen's Pawn one Move (b.) 
M. The King's Biſhop's Pawn two Steps. 


B. The King's Biſhop's Pawn two Steps (c). 

V. The King's Pawn one move (a). 

B. The Queen's Pawn one move (e). 

W. The Queen at her King's Biſhop's ſecond 
Square. 


(5) If inſtead of playing this Pawn, he had played his King's 
Knight at his King's ſecond ſquare, you muſt have in this caſe 
puſhed your King's Pawn forwards, and ſuſtained it afterwards 
with your King's Biſhop's Pawn. * £671 

(c) If he had played his Queen's Biſhop at his King's third 
Square inſtead of playing this Pawn, you muſt then have played 
your King's Biſhop at his Queen's third Square, and the Situ- 
ation of the Game would have been in this caſe exactly as it is 
at the fixth Move of the ſecond Party, (vide p. 15.) But if 
he had attacked your Queen with his Queen's Biſhop's Pawn, 
he would have loſt the Game, becauſe the Pawn that formed 
the Van-guard on his Queen's fide is left behind, (vide Refl, 
(/) the eighteenth Move of the third Party). A Back-game 
will better clear this Situation, and the Progreſs of it. 

4) It muſt be a general Rule to avoid changing your King's 
Pawn for your Adverſary's King's Biſhop's Pawn, except you 
are forced to it, as it may ſometimes happen by Accidents one 
meets with in the Defence, but rarely in the Attack. You are to 
obſerve likewiſe the ſame Rule with regard to your Queen's Pawn 
againſt his Queen's Biſhop's Pawn, becauſe (as I have already 
mentioned) the King ws 2 Queen's Pawn are better than any. 
other two Pawns.” They occupying the Centre, hinder beſt 
your Adverſary's Pieces from hurting you. 

(e) If inſtead of puſhing this Pawn, he had taken your King's 
Pawn, you muſt in that Caſe have taken his Queen, and after- 
wards his Pawn ; thus hindring him from caſtling, you preſerve 
the Attack upon him, and by conſequence the Advantage. But, 
had he played his Queen at her Biſhop's ſecond Square, it would 
have produced a different Game, the Progreſs of which will be 
ſhewn by the ſecond Back-game from the fixth Move. 
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74 
B. The Queen's Biſhop at his King's third Square. 
M. The King's Knight at his Biſhop's third 
Square. 0 | N 
8 


B. The Queen's Knight at his Queen's ſecond Square. 
W. The King's Knight at his Queen's fourth Square. 


9 

B. The King's Biſhop at his Queen's Biſhop's 

fourth Square. | 
W. The Queen's Biſhop's Pawn one Move. 

| 10. | 
B. The Queen at her Knight's third Square. 
W. The Queen's Biſhop at his King's third Square. 
| 1 11 
B. The King's Biſhop takes the Knight. 
W. The Pawn retakes the Biſhop (I). 
714. | * 

B. The King's Knight at his King's ſecond Square. 
M. The King's Biſhop at his Queen's third Square. 


* 


| I 3. 
B. The King caſtles with his Rook. 
W. The King's Rook's Pawn one Move. 


„ _ 
B. The Queen at her Biſhop's ſecond Square (g). 
V. The King's Knight's Pawn two Steps. 
1 4 8 „„ 15. 
(f) When two Bodies of Pawns find themſelves ſepa- 
rated from the Centre, you muſt always ſtrive to ſtrengthen 
and encreaſe the ſtrongeſt fide ; but if you have two Pawns in 
the Centre, your Aim mult be, to unite as many to it as poſ- 
ſible ; having already obſerved that the Centre-Pawns are by 
much the beſt and the ſtrongeſt, This Advice ſerves for a 
general Rule. Stand 
(s) His Queen being now of no uſe in that pen he re- 
moves her to make room for his Pawns, with a deſign to puſh” 
{hem upon you, I, e 8 


6 


B. "The King 8 Knight: Aken one ee. 
M. The ſame (5). 


B. The Queen's Knight s Pawn one Step. 
W. The ueen's Knight at his Biſhop's third 


Square. 

B. The Queen's Biſhop's Pawn one move. 

IP. The King caſtles on his Queen's Side (i). 
18. 

B. The Pawn takes the Pawn. 

WW. The Biſhop retakes the Pawn. 


19. 
B. The Queen's Knight at his Queen's Biſhop's 
fourth Square. 
W. The King's Rook's Pawn one Move (J). 
20. 


B. The Knight takes the King's Biſhop. 
W. The Rook — the Knight. 


121. 


(4) The puſhing of this Pawn obſtructs his Game the more ; ; 
your King's Rook's Pawn who is to follow it will be always in 
a condition to make an opening upon his King as ſoon as your 
Pieces are all ready to form your Attack eis what he can no 
longer avoid. 

(1) Vou caſtle with your Queen” 5 Rook, to have a more 
free Attack on your right Wing; but if inſtead of caſtling 
you had taken the Pawn offer'd to you, you would have play d 
very ill, becauſe his Queen's Pawn would have united 2 of 
his Queen s Biſhop's in a Front- line, and would have proved 
very incommodious to all your Pieces; beſides, it is rarely 
good to take Pawns when offered, becauſe they are ſeldom of- 
fered without a View of ſome conſiderable Advant 

(4) Had you taken his hens with your Queen' + Biſhop, 

u had fallen into that very Error which you ſtrove to w—_ 

7 not taking the Pawn offer d to you before. 2 


(45) 
1 
B. The Queen's Biſhop. at his King's Biſhop! 's 
-  fecond Square (1). 
V. The King's Rook's Pawn one Move. 
5 22. 1 
B. The Queen's Knight's Pawn one Move (m). 
W. The Queen's Kook at its King S Rook's third 


Square. 


23. 
B. The Queen's Knight's Pawn one Move. 
W. The King's Pawn one Move. 


24. 
B. The Biſhop at his King's Square (2). 
W. The King's Rook's Pawn takes the Pawn. 


I. 

B. The Biſhop retakes the Pawn. . 
If. The Rook takes the black King's Rook's Pawn. 
26. 

B. The Biſhop takes the Rook. 
W. The King's 5 Rook takes the Biſhop. | 


27. 
B. The King aha the Rook. 


. Queen gives check at her King's Rook's 
fourth Square. 8 


B. The King at his Knight' s Place, having n no other. 
V. The Queen gives Check- mate 9 
N Ni F 


600 He i this Biſhop , to replace his King's Knight's 
Pawn in * it be taken. - E ug ru 
(n) He playeth this Pawn to attack the Knight that covers 
your King, knowing not to do better, for, had he taken your 

Pawn, he would have loſt the Game equally. | 

1) If he takes the Pawn in lieu of retiring his Biſhop, he 
loſes the Game alſo. 

(o) You are to obſerve, that if you can ſucceed to make an 
Opening upon your * s King with two or des Pawns, 
the Game is abſolutely won, 
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SSITODOIDSESSDISS 


FISRT B ACR GAME, 


Of the Fourth Party, 


Beginning from the Fifth Move. 


5. 
Black. FFA HE Queen's Biſhop” 5 Pawn one 
Move. 


IVhite. The King's Biſhop gives check. 
2 


B. The Biſhop covers the Check. 
. The Biſhop takes the Biſhop. 
| 7. 
B. The Queen takes the Biſhop. 
. The Queen at her third Square. 
8. 
B. The Queen s Knight at his Biſhop” $ third 


Square. 


We. The Queen's Biſhop's Pawn two Steps. 


9. * 
B. The Queen's Knight at the white Queen's 
Knight's fourth Square. 
W. The Queen at her King's ſecond Square. 

10. 
B. The King's Biſhop at his King's ſecond Square. 
V. The Queer? s Knight at his Biſhop's third 


Square. 
| 11. 


y 


(47) 
1 11. 
B. The King's Biſhop at his third Square. 
W. The Queen's Knight at the black Queen's 
fourth Square. A 
12. 
B. The Queen's Knight takes the Knight (a). 
W. The King's Pawn retakes the Knight (5). 
13. 


B. The Knight at his King's ſecond Square. 


W. The King's Knight at his Biſhop's third Square. 


bn 
B. The King Caſtles with his own Rook. 
. The Queen at her third Square. 


1 
B. The King's Rook at its King's Square. 
W. The King at his Biſhop's ſecond Square (c. 
Rs. e „ 8 
B. The Knight at his King's Biſhop's fourtt 
„ 1+ | 
W. The King's Rook's Pawn two Steps. 


Is 17. 2 3 
B. The Knight at the white Queen's fourth Square. 
> e 


(a) By this Change he avoids his Queen's Pawn being at- 
tacked by your Rooks; nevertheleſs, your King's Pawn 
will win the game in ſpite of all he can do. 

(5) Had you, taken with your Queen's Biſhop's Pawn in- 
ſtead of your King's Pawn, he would have had it in his power 
to ſeparate your Yawns by puſhing his King's Biſhop's Pawn 
upon your King's Pawn. | a 

(c) *Tis often better to play the King than to caſtle ; it en- 
ables you beſt to attack with your Pawns on that ſide. You 
are to obſerve in this preſent Caſe, that if you had caſtled on 


your Queen's Side, your Adverſary's Biſhop would have been 


very incommodious to you, having his line quite open. 'Take 
notice when you play your King, to put him always upon a 


Line where your Adferfary has a Pawn upon it, becauſe you 


are better covered from the Rooks Ambuſhes. 
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. The Queen's Rook at her —_ s Rook's 


(48 ) 
V. The Queen' 8 Biſhop at his King s third 3 
18. 


B. The Knight takes the Kni ght. 
V. The King retakes the Knight, 
19. 

B. The Biſhop takes the Queen's Knight's Pawn, 
IV. The Queen's Rook attacks the Biſhop. 

20, 
B. The Biſhop retires at his third Square. 
V. The King's Knight's Pawn two Steps. 

21. 


B. The King's Knight's Pawn one : Step. 
W. The lame. : 


6 


22. 
B. The Biſhop at his King's Knight s ſecond 


Square. 

V. The King's Rook's Pawn one Move. 
23. 

B. The King's Rook at its King's ſecond Square. 

W. The King s Rook at its fourth Square. 
24. 

B. The Queen s Rook at its King's Square. 

W. The Biſhop at his pr s ſecond Square. 


B. The King's Rook 4 Ne white King s fourth 


Square. 
W. The Rook's Pawn 3 the Pawn. 
| 26. 
B. The Rooks Pawn retakes the Pawn. 


Square. 


B. The Queen's Knight s Pawn two Steps. 
W. oa Biſhop at his Queen's — s third Square. 
F 28. 


(49) 


g. The Rook gives Pt 
W. The King at his Biſhop' s ſecond Os 
29 


B. The Rook takes the 3 


V. The Rook gives Check-mate at the black 888 8 
Rook's We 


— ̃ 


SECOND BACK- GAME, 


Of the Fourth Try, © 
Beginning from the Sixth Move. 


6. 
Black. Pa Queen at her Biſhop' s ſecond 


uare. 


White. The Kings $ Biſhop at his Queen' s Biſhop's 
fourth Square. 


1 7. 
B. The Queen's Pawn takes the Pawn. 
V. The Pawn retakes the Pawn, 


8. | | 
B. The Queen's Biſhop? s Pawn one Move. 


W. The Queen at the 8 — s fourth Square. 


B. The Queen's Knight at his Biſhop s third. 
| Square. 


W. „ s Knight at his Biſhop? s third Square. 
H 10. 


TR) 
10. 
B. The "OE s Knight at the white Queeo' 2 
Knight's fourth Square. 
W. The Queen at her own Square. 
11. 
B. The Queen's Rook's Pawn one Move. 
. The Queen's Rook's Pawn two Moves. 
12. 
B. The King? s Knight at his King's ſecond Square. 
VV. The King caſtles. 


"i 


13. 2 
B. The King's Knight's Pawn one Step. 
I. The Queen's Biſhop at the black King sKnight® < 
fourth Square, 


14. | | 
B. The King's Biſhop at his Knight's ſecond 
Square. 
. The Queen's Biſhop at the black —_ $Biſhop' $ 
third Square. . 
TI 
B. The King? s Knight at his own Square. 


IF. The Queen's Biſhop takes the Biſhop. 
16. 


B. The Queen retakes the Biſhop. 
I. The King's Knight at the black King $ gi 5 


fourth Square. 
17. 
B. The King' s Knight at his Rooks third Square. 


V. The Queen's Knight at his Biſhop s third 
| Square. . 
I 


B. The Queen's Knight at his Biſhop's third 
uare. 

W. The Queen at the back _= s fourth Square. 

19. 


(1) 


| 19. 
B. The Queer? Knight at his King's ſecond Square. 
. The Queen at the black Queen's third Square. 
20. 


w TheQueen' sBiſhop at hisQueen's ſecond Square. 


W. The King's Pawn one Move. 

. 
B. The Queen's | Biſhop at his third Square. 
I. The Queen's Rook on its Queen's Square. 


B. The King's Knight be the white King's Knight's . 
fourth Square, 


V. The Queen gives check at the black Queen's 


ſecond Square. 


B. The Biſhop takes the , 


W. The Pawn takes the Biſhop, and gives check. 
24. 
B. The King at his Queen? 8 Square. 
W. The Knight gives Check-mate at the black 
King's third Square. 


Tho" this Back- FTW may be played ſeveral different ways, 
the black will always loſe the Game, if you take care to ſuf- 
fer no Obſtruction to your King's Biſhop, 


TER: FIRST 


FIRST GAM BIT, 


WITH 


SIX BACK-GAMES. 


1 1. ba 
White. HE King's Pawn two Moves. 
Black. The ſame. 
| 5 


IV. The King's Biſhop's Pawn two Steps. 
B. The King's Pawn takes it. 


3: 5 
W. The King's Knight at his Biſhop's third Square. 

B. The King's Knight's Pawn two Moves. 
W. The King's Biſhop at his Queen's Biſhop's 
fourth Square (a). 
(a) If you had puſhed your King's Rook's Pawn two Steps, 
before you played this Biſhop, your Adverſary would have 
abandon'd the Gambit's Pawn, and by ſo doing would have 
gained the Attack upon you with a. better Situation of Game. 


This will be demonſtrated by my firſt Back-game, from the 
fourth Move. 


H 


13) 
Z. The King's Biſhop at his Knight's ſecond 
Square (5). 


g6 ©1500] 
W. The King's Rook's Pawn two Steps (c). 
B. The King's Rook's. Pawn one Step (d). 


W . The Queen's Pawn two Steps. 
B. The Queen's Pawn one Step (e). 


W. The Queen's Biſhop's Pawn one Step. 
B. The ſame (f). 


, The Queen at her Knight's third Square. 
B. The Queen ar her King's ſecond Square. 


I. The King caſtles. 
go B. The 


(4) If inſtead of playing this Biſhop he had puſhed his King's 
Knight's Pawn upon yours; a ſecond Back-game will ſhew you 
how to have continued your Attack in ſuch a Caſe. | 

(c) You play this Pawn at preſent, in order to make him 
advance his King's Rook's Pawn, by which Move, his King's 


422 


Knight becomes a Priſoner. 
(4) If he had puſhed his King's Knight's Pawn upon your 
Knight, inſtead of moving this Pawn, it would have pro- 
duced a different Game, which will be ſhewn by a third Back- 
ame on this Gambit. | 7. 
le) If inſtead of playing this Pawn he had played his Queen's 
Biſhop's Pawn, you muſt in this Caſe have puſhed your King's 
Pawn, in order to take his Queen's Pawn by the way. in caſe he 
had puſhed it two Steps upon your King's Biſhop. This muſt be 
the Subje& of a fourth Back-game.— N. B. You are to ob- 
ſerve, that in the Attack of Gambits in general, the King's 
Biſhop is the beſt Piece, and the King's Pawn the beſt Pawn. 
Ff inſtead of moving this Pawn he had played his Queen's 
Biſhop, either at his King's third Square, or at your King's 
Knight's fourth Square, he had loft the Game in a few Moves. 


This will be ſhewn by Back-games, in which I will make his 
Knight play both ways, 


2 
— 


(54) 
B. The Queen's Kaight's Pawn two Steps (g). iſ | 


10. 


. — * 


— 
1 60344 
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3 
n 
2 


W. The Queen's Rook's Pawn takes the Pawn, 
B. The Queen's Rook's Pawn retakes it. 
71 8 
NV. The Queen's Knight "takes the Pawn. 
B. The Pawn retakes the Knight. 
| 16. 
FW. The Queen takes the Pawn. 
B. The Rook at its Knight's Square. 


% j . The King's Biſhop at his Queen's third Square. 
| B. The Queen's Rook's Pawn one Step, | 
Wit W. The Queen's Rook's Pawn two Steps. | 
3 B. The Queen's Biſhop at his Queen's Knight's 4 
We ſecond Square. - 

: of - nt 
1 W. The Queen's Knight at his Rook's third 

1 / uare. | 5 *\ 

1 B. The Queen's Knight at his Queen's ſecond 

bs Square. | 

8 | 13. 

We | W. The Queen's Biſhop at his Queen's ſecond 

1 Uare. | 

1 B. The Queen at her King's Biſnop's third Square. 

„ | 14. 

1M 

1 


n 8 
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| 17. 3 
I. The King's Rook's Pawn takes the Pawn. 
B. The Pawn retakes. 
| 18. 


(g) If he had not puſhed this Pawn upon your Biſhop, I will 
ſhew by a ſixth and laſt Back-game that you would have won the 
Game eaſily. But now, he breaking your Attack on the King's 

Side by this Move, you muſt remove it to the Queen's Side as 
follows, and you will infallibly win the Game likewiſe, 


wh 


(ss) 


u. The Queen takes the King's Kni ahe s Pawn. 


B. The Queen takes the Queen. 


19. 55.7 apt 
. The Knight retakes the Queen. 
B. The King's Knight pak his Rook's third Square. 


I. The Queen's Biſhop nn the Pawn. 


B. The King s Biſhop at his Square. 

+ 

W. The Queen's Knight's Pawn two Moves; and 

it is plain enough muſt win the Game, not 

only by the Strength of the Pawns, but 

by the extream bad Situation of the Black, 
having not one good or ſaving Move. 


000000000990000900900990 


FIRST BACK-GAME, 
Of the Firſt Gambit. 


Beginning from the Fourth Move. 


White. HE King's Bec Pawn two Steps. 


Black. & The King s Knight's Pawn one Step. 


4 
W. The King's Knight at che black King's fourt' 
Square. . 


(56) 
B. The King 5 Rock's Pawn two Moves. | 
6. 
2 The King? 8 Biſhop at his Queen! s Biſhop's 
fourth Square. 
B. The King $ Rook at its ſecond Square. 
2 The Queen' s Pawn two Moves. 
B. The Queen's Pawn one Move, 
8. 
W. The King's Knight at his Queen? s third S Square. 
B. The Queen at her King's ſecond __ 


4 
W. The Queen's Knight at his Biſhop's third 
Square. 
B. The King's Knight at his Biſhop's third Se. 
10. 
V. The Queen at her King's ſecond Square. 
B. The King's Pawn one Step, attacking the 
white Queen. 
11. 
W. The King's Knight s Pawn takes the Pawn. 
B. The King s Knight's Pawn retakes the Pawn. 
I2. 
W. The Queen takes the Pawn. 
B. The Queen'sBiſhop at the white King⸗ Knight's 
fourth Square. 
13. 
NV. The Queen at her King's third Square. 
B. The King's Biſhop at his Rook's Sed Square. 


I 4. 
IF. The King's Knight at his King” s Biſhop? , 
fourth Square. 


B. The Queen's Biſhop's Pawn one Move. 


po, 


I 


5. 


( 57 ) 


15. 
W. The Queen's Biſhop at his Queen? s ſecond 


Square (a). 
B. The King's Biſhop takes the Knight. 


16. 


V. The Queen takes the Biſhop. 


B. The Queen's Pawn one Move. 
1 


W. The King's Biſhop | at his Queen's third 


Square. 


B. The King 8 Knight takes the King s Pawn. 
18. wie! 


. The Biſhop, or the Knight takes aha kits 


B. The King's Biſhop's Pawn two Steps (Z). 


(a} If you had puſhed your King's Pawn inſtead of 1 
this Biſhop, the Fawn would have been loft the fame, by h 


attacking of it with his Queen's Knight. 
(5) The ſame Pawn takes afterwards his Knight, and 


muſt 


infallibly win the Game. Thoſe who have made a little Ad- 
vantage by the Leſſons given in the firſt four Parties, have no 


occaſion for any Inſtruction to finiſn this, and to win it. 


This 


laſt Pawn, now become Royal, ſuſtained as it is, and at the 


Head of his Camarades, is worth one of the belt Pieces. 
it is needleſs to go further with this firſt Back- game. 


200060000000000000000000 
SECOND BACK-GAME, 


From the | fourth Move. 


White. HE King's Biſhop at his Queen's 


Biſhop's 2 Square. 
Black. The King 5 Wer s Pawn one Move. 
1 


80 
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1 
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{ 
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IW. The King's Kg at the black King: 8 
fourth Square. | 
B. The Queen gives check. 
6. 
W. The King at his Biſhop's Square. 
B. The gang at his Rook's third Square. 
W. The Queen's Pawn two Steps. 
B. The Queen's Pawn one Step. 
8. 


W. The King's Knight at his Queen s third 
Square. 
B. The King's Pawn one Move. 


9. 
. The King's Knight's Pawn one Step. 


B. The Queen gives check. 


10. 
W. The King at his Biſhop's ſecond Square. 
B. The Queen gives check. 
11. 
W. The King at his third Square. 
B. The King's Knight at his Place (9): 
12. 
W. The King's Knight at his King's Biſhop? 8 fourth 
Square. 
B. The King's Biſhop at his Rook's third Square. 


13. 


M. The King's Biſhop at his Home attacking the 


black Queen. 


B. The Queen takes the Rook, not knowing to 
do better. 14. 


(a) He playeth this Knight to make room for his King's 
Bifhop, in order to attack your King with it, being his beſt 
Move in the preſent * 


(59) 
WO, 2” 

. The King's Biſhop gives check, and takes the 
Queen afterwards (5). | 


(b) T have no need to go further in this Game, ſince it is 
evident that the White mult win. 


SISSSSSSSI0SDDOS00DPPSSHD 


THIRD BAC K-GAME, 
Beginning from the fifth Move. 


; f 5. N 
White. HE King's Rook's Pawn two Steps. 
Black. The King's Knight's Pawn one Step. 


W. The King's Knight at the black King's Knight's | 
fourth Square. 5" "2p 
B. The King's Knight at his Rook's third 
Square. SD 
W. The Queen's Pawn two Steps. 
B. The King's Biſhop's Pawn one Step. 
8 


I. The Queen's Biſhop rakes the Pawn. 
B. The Queen's Pawn one Move. 


9. 
W. The Queen's Biſhop's Pawn one Move. 
B. The Pawn takes the Knight (a). 

L 2 10. 


(a) If he had taken your Knight before he had made room 
for his Queen, by puſhing her Pawn, you maſt have then taken 
his with your Biſhop. | 


(66 
„ 
. The Pawn takes the Pawn. 
B. The King's Knight at home. 
1 
2 The Queen at her Knight's third Square. 
B. The P at her King's ſccond 8 


12. ̃ 
#7. The Queen's Knight at his Queen $ ſecond 


Square. 


B. The Queen at her 1 s Biſhop's Square. 
W. The King caſtles oth his Rook, 
B. Loſes the Game (5). 


1 (5) If he playeth his Queen to avoid the diſcovering your 
=. Rook upon her, he loſes his Knight, befides a bad Game ; and 


loſes the Game every way. 


FOURTH BACK-GAME, 
Ot the firſt Gambit, 18 0 
Beginning from the ſixth Move. 
6: 


White. HE Queen's Pawn two Moves. 


Black. The Queen's Biſhop" 8 Pawn one 
| Move (a). 


7. 5 
W. The King's Pawn « one Move. 
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„„ S Fe 
| (a) He playeth thi: Pawn * 2 Defign to attack afterwards 


vent by puſhing your King's Fawn. 


0 if he playeth NA Knight he loſes his Wen. It is viſible he 


SESPEDIECIIESESTIOS 


your Ei ag's Biihop with his Queen's Pawn, which n do pre- 


SK DV 


SY 


wy: By VW 


( 6x ) 
B. The Queen's Knight's Pawn two Steps, 


M. The Biſhop at his Queen's Knighr's third Square. 
B. The Queen's Rook's Pawn two Steps. Y | 


V. The Queen's Rook*s Pawn two Steps. 
B. The Queen's Knight's Pawn one Step, 


10. | 
M. The Queen's Knight at his Queen's ſecond 
Square: , ðĩò enakl 2 HL” 40 
B. The Queen's Biſhop at his Rook's third Square, 
W. The Queen's Knight at his King's fourth Square. 
B. The Queen at her Knight's third Square, or 
any where elſe, loſes the Game. 
5 > 
W. The Knight gives check at the black Queen's 
third Square. | | 
(4) This Knight, which appeared infignificant in his Situation, 
is now the very Piece that will win the Game, without poſſibi- 
lity to the Adverſary of hindring it: Therefore one ought to 


take care to diſpoſe the Pawns in ſuch a manner as to hinder 
the Knights entring into one's Game. ! 


SSSSSSISIOS0D0S0000S0008 
FIFTH BACK-GAME, 


From the ſeventh Move. 


7 
White. HE Queen's Biſhop's Pawn one Move. 


Black, The Queen's Biſhop atthe white King's 
Knight's fourth Square. 


8. 


(6) 


W. The Queen at ber Knjhe $ third — 


B. The Queen's Biſhop at his King's Rook's 
fourth Square (a). 


9 
IF. The King's Rook's Pawn takes the Pawn. 
B. The Rook's Pawn _— the Pawn. 


W. The King's Rook E the Biſhop. 
B. The Rook takes 15 _ 


I. The King” s Biſhop = the Pawn, and gi- 
ving check to the King and Rook wins a 
Piece, and by conſequence the Game. 


(a) If he had ſuſtained his King's Biſhop's Pawn with his 


Queen, you had then taken his Queen's Knight's Pawn, and 
aſterwards his Rook. a 8 


ase d g r 


The SIXTH and LAST BACK- 
GAME, 
Of the Firſt Gambit, 
From the ninth Move. 


White. HE King 5 
Black. The Queen? s Knight at his thn 5 
| . ſecond Square. 


IO. 
W. The King's Rook's Pawn takes the Pawn. 


2 B. The 


( 63 ) 
B. The Pawn retakes it. 

. 
W. The King's Knight takes the Pawn. 
B. The Queen takes 355 2 N 


I. The King's Biſhop — the Pawn, and gives 
| check. 
B. The King at his Biſhop's Square. 
Ta: 2 Wy 
W. The . s Biſhop takes the Pawn. 
B. The Queen at the white * 8 2 s fourth 
Square. . 


W. The Queen's Biſhop i whe the 1 and gives 
check. 
B. The King's — covers the Check. 


W. The King's Biſhop at — 4 black King's Knight's 
third Square, and gives check by Diſcovery. 
B. Any thing, loſing the Game. 


SECOND 
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Two from the fourth, one from the ninth, 
and one from the eleventh Move. 


1 aria! „ TI; | | 
White. PHE King's Pawn two Steps. 
Black. T The ſame. | 


2. | 
. The King's Biſhop's Pawn two Steps. 
B. The Pawn takes the Pawn. 


ge 3. | 
W. The King's Biſhop at his Queen's Biſhop's 
fourth Square. 


B. The Queen gives check. 


. 
W. The King at his Biſhop's Square. 
B. The King's Knight's Pawn two Steps (4). 


5. 

(a) The Black having, beſides this, two other different ways 
of playing, I ſhall therefore make two Back · games upon this 
fourth Move. The firſt will be upon his playing his King's 
Biſhop at his Queen's Biſhop's fourth Square; and the other, 
on his paſhing his Queen's Pawn one Move. 


W. The King's Knight at his Biſhop's third 


Square. . | 
B. The Queen at her King's Rook's fourth 
Square (5). . 1 


W. The Queen's Pawn two Steps. 
B. The Queen's Pawn one Step. 


| 7 5 
V. The Queen's Biſhop's Pawn one Step (c). 


B. The Queen's Biſnop at the white King's Knight's 


fourth Square. 
W. The King at his Biſhop's ſecond Square. 
B. The King's Knight at his King's Biſhop's third 
Square (4). | 


| 9. 
IV. The Queen at her King's ſecond Square 


B. The 


(3) He may play his Queen in three different Places, but all 
very bad, except this: Becauſe, if he retires her at the Rook's 
third Square, you are only to attack his King's Biſhop's Pawn 
with your Knight, by playing it at your Adverſary's King's 
fourth Square, and ygu will gain a Rook by it: But if he 
playeth his Queen at your King's Knight's fourth Square, you 
are to give him check, by taking his King's Biſhop's Pawn 


with your Biſhop; and in caſe, he takes. your Biſhop, you'll 
check his King and Queen with your Knight, and conſequently 


win the Game. 15 
(c) It is of conſequence in the Gambits to play this Pawn 
in order to make room for your Queen, which will greatly 
perplex his Game, by putting her at her Knight's third Square, 
3 if he ſhould happen to come out with his Queen's 


iſhop without attacking one of your Pieces. Vide the fifth 


and ſixth Back-games of the firſt Gambit. 2 3 
(4) If he had taken your King's Knight, inſtead of playin | 

this, the Party would have altered. A third Back-gamè will 

ihew the difference, and how to proceed, 85 „ 


K 


(660 
B. The Queen's Knight at his Queen's ſecond 
1 Square. | iy 
10. 


VN. The King's Rook's Pawn two Steps. 
B. The Biſhop takes the Knight. 
Is; 

N. The Queen takes the Biſhop. 
5. The Queen takes the Queen (e). 

| TOE» 
W. The'King takes the Queen (/). 
5. The King's Knight's Pawn gives check. 
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B. The King takes the black King's Pawn. 

W. The King's Biſhop gives check at the Rook's 
| third Square. | 
I4. | 

W. The King at the black King's Biſhop's fourth 

Square. | 
. The King's Biſhop takes the white Queen's 


Biſhop. 


| 8 | 
N. The Rook takes the black Biſhop. 
B. The King's Rook's Pawn two Moves. 


14 
5 
4 


16. 


e) If he had check'd your King with his Knight, inſtead of 
taking your Queen, he muſt have loſt the Game, which will 
be ſhewn by a fourth Back-game. 

5 { ) I have given it as a general Rule, to unite your King's 
and King's Biſhop's Pawn together ; but as there is no Rule 
without ſome Exception, you will find one here, grounded up- 
on two good Reaſons. The firſt, If you retake with your 
King, you gain a Pawn ſure, your Adverſary being no more 
able to hinder it. . And ſecondly, You are to remember, that 

„the King has but little to fear when Queens are out of the 

Way. Therefore you muſt get your King into Action, in order 
that he may be as uſeful to you as any of your belt Pieces. 
This will be ſeen by the Sequel of this Party, 


(67) 
16. 


WW. The Knight at his Queen's ſecond Square. * 5 


B. The King at his ſecond Square. 
I 
W. The King's Rook at its King s Biſhop's Square. 
B. The Queen's Biſhop's Pawn one Move. 
18. 
M. The Queen's Rook at its King? St 
B. The Qucen's Knight's Pawn two Steps. 


10. ö ' 
WW. The Biſhop at his 3 Knight's third 
Square. 
B. The Queen's Rook's Pawn two Steps. 
20. 
W. The King's Pawn one Step. 
B. The Pawn takes the Pawn. 
„ 
V. The Queen's Pawn retakes the Pawn. 
B. The King's Knight at his Queen's fourth 
Square. 
22. 
W. The Knight at his King's fourth Square (g). 
. Queen 8 9 at his third Square. 


IV. The Knight at the black King's Biſhop's third 


Square. 
B. The Queen's Rook at its * s Square (5). 


1 24. 
(2) If you had taken his Knight with your Biſhop, it would 
have bows ill played, becauſe he would have retaken it with 
his Pawn, and this Pawn wculd have ſtopped the Progreis of 
your Knight. It was therefore neceflary to advance your 
Knight firit, in order to have no uſeleſs Pieces in your Game. 


th) If he had taken your Knight, you muſt have retaken it 


with your Pawn, and afterwards play'd your Queen's Rook at 


your King's ſecond Square, and attack'd his King's Biſhop's 
P an. : 


* 
> 


+ 


. 
W. The King's Pawn Bec Move. 
B. The Queen's Rook at its Queen's third 
Square (i). 


| 25. 
W. The Pawn takes the Pawn, and gives check 
with the Rook. 
B. The King takes the Pawn. + 
2D. 
W. The King at the black King's Knight's 
=;  } fourth. Square. 5 
B. The King at his Knight's ſecond Square, to 
avoid a Check by Diſcovery. 7 


5 27. 
W. The Knight takes the King's Rook's Pawn, 
and gives check. 
B. The King at his Rook's ſecond Square. 
| 9 | 
V. The King's Rook gives check. 
B. The King at his Knight's Square, 


29. | 
V. The King's Rook at the black Queen's Knight's 
{ſecond Square. 


B. The Queen's Rook at its Queen's Square (A). 


30. | 
W. The Rook takes the Black Queen's Knight, 
and wins the Game in courſe. | 
FIRST 


I.) If he had taken your Pawn inſtead of playing his Rook, 
he had loſt the Game in few Moves, for having loſt his Queen's 
Biſhop's Pawn. | 
() If he playeth his King inſtead of his Rook, you give 
check at his Queen's Knight's Square, and take the King's 
Rook ; which is enough to win the Party. You are to ob- 
ſerve here, that the gain of your Party conſiſts in having had 
your King fit for Action, and to ſerve you all the latter Part of 
the Game better than any other Piece upon the Board. 


eb 8580500 SG 2 A N. 
FIRST RA CK-GAME, 


Begitining from the fourth Move. 


White. HE King . ' his Biſhop's Square. 
Black. T The King's Biſhop * his Queen? 8 
Biſhop's fourth Square. 


5 
W. The Queen's Pawn two Steps. 
B. The King's Biſhop at his Queen 8 Knight's 
third Square, 
6. 
W. The King's Knight at his Biſhop's third Square. 
B. The Queen at the white King's Knight“ 8 
fourth Square. 


W. The King's 3 takes the black King's 
Biſnop Pawn, and gives check. 
B. The King at his Biſhop's Square. If he retakes, 
he loſes his Queen. | 
8. 
W. The King's Rook's Pawn one Move, 
ä Queen at the white _ Knight's third 


* 


A 


Square, 
9. 
1. The Queen's Knight at his Bimop 8 third 
Square. 
B. The King takes the Biſhop (a). 10. 


(a) If the Black does not take the Biſhop, it will come to 
the ſame, his Queen having no way left to ſave . 


(70) 


10. . 


F. Nw Que Queen” $ Knight at his King' $ ſecond 


B. The Ween at her King's Knight s third Square, 
having no other Place. 

11. 
w.” The King's Knight gives check to King and 


Queen, and wins the Game in courſe. 


eee bb rer 
SECOND BACK- GAME, 
Beginning likewiſe from the Fourth Move, 


4. 
IE King at his Biſhop? s Place. 
The here s Pawn one Move. 


White.l 
Black, 


V. The King's Kb at his Biſhop's third 
1 Sauare. | 
B. The Queen's Biſhop at the white King's 
ir s fourth Square. | 
| 6. 
i. The Queer? $ Pawn two Steps. 
B. The King' s Knight's Ru two Steps. 


V. The Queen's Knight at his Biſhop's third 


Square. 
B. The _ Queen. at her Lg s Rook's fourth 
| Square (a). | 8. 


(a) If he takes your King's Knight, inſtead of retiring his 
ueen, you are to retake him with your Queen, and puſhing 
afterwards your King's Knight's Pawn one dtep, the Suuation 


of your Game will become very good. 


(71000 - 
I. The King's Rook's Pawn two-Steps. + | 
B. The King's Rook's Pawn one Step (5). 


V. The King at his Bimop's ſecond Square. 
B. The Queen's Biſhop takes the white King's 
Knight (c). | | . 
| 10. 
. The Pawn retakes the Biſhop. 1 
B. The Queen at her King's Knight's third 
Square. 5 | 
"HET I 11. 
W. The Rook's Pawn takes the Pawn. 
B. The Queen retakes the Pawn. 
12. 
W. The Knight at his King's ſecond Square. 
B. The Queen's Knight at his Queen's ſecond 
Square. | : 5 


| i Melt => 

W. The Knight takes the Pawn. 

B. The Queen at her Home. 

| 1 5 
W. The Queen's Biſhop's Pawn one Step. 

B. The Queen's Knight at his third Square. 


157 


* (b) If he had play'd his King's Biſhop's Pawn inſtead of that 
of his Rook, you muſt have taken his Knight with your 
King's Biſhop ; and afterwards playing your Queen's Knight 


at your Adverſary's Queen's fourth Square, you would have | 


had again a very advantageous Situation. 
(c) If he had retired his _ or play'd any other Piece, 
vou muſt have always taken his King's Knight's Pawn with 
your Rook's Pawn ; being neceſſary to obſerve in the Attack 
of the Gambits, that if once you are able to break the Adver- 


fary's Pawns on the Side of his King, the Advantage becomes 
' Goufiderable for you, | 


(72) 
V. The N Biſhop at his Queen S COT 


B. The Queen at her | ſecond Square. 
V. The Queen's Biſhop At his King's third Square: 
B. The King caſtles. 
17. 
W. The Queen” s Rook*s Pawn two Steps. 
B. The King at his Queen's Knight's Square. 
18. 


W. The Queen's Rook's Pawn one 3 ; 
B. The Queen's Knight at his Rant s Square. 
* 
V. The Queen's Knight” s Pawn two Steps. 
B. The Queen's Biſhop's Pawn one Move. 
. L206, 
2 The Queen's Knight's Pawn one Move. 
B. The Pawn takes the Pawn. | 
Ns © os 
W. The Queen's Rook's Pawn on Move, to 
hinder him from ſuſtaining his Queen 8 
Biſhop's Pawn. 
B. The Queen's Knight's Pawn one Move. 
22. 
W. The Queen at her Knight's third n 
3. The King 8 Knight at his Biſhop's third Square. 
23. | 
7 The King's Biſhop takes the Pawn. 
B. The Queen at her Biſhop's ſecond Square, 
| 24. 
72 The Queen's Pawn one S 
B. The King's Biſhop at his Knight 8 bend 
Square. | | 
25s 


(73) 


. The King's Biſhop 155 che black Queen's Biz 


ſhop's third Square. & 

B. The King's Knight > at his 8 s ſecond 
Square. 45 A T N 

A6. a 


W. The Knight at his ( 9 8 third = 
B. The King's Knight at his King's n r 


7. The Knight takes the Knight, 1 
B. The _ retakes the Knight, CY ad 
W. The King” s Biſhop's Pawn one Mae. 

B. The Biſhop at his Eins $ WW ſecond 


Square. | 
| 14 2901 | 
IW. The Guan 8 Biſhop at his Queen S fourth 
Square. | f 


B. The Biſhop takes the Biſhop. 
30. 
V. The Pawn takes the Biſhop p. 


FT 
Fd 
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B. The een at her King's ſecond Swunge, 6 A* 


A 
. The King at his Biſhop' 8 third Square. 
B. The Queen's Kook at its King's wa 
Square. 


W. The Queen's Rook — its Biſhop's Square. 


B. The Queen's Rook at its King 8 Knight * 


third Square. 


33 . 
W. The Biſhop at the black Quand D Knight's 8 
ſecond Square. 


B. The King's Rook at . Knight's Square. 


(n 


1 
e The Rook takes the K Nan ht. | 
J. The Rook takes the! 5-2 


35- 
2 The Biſhop * the Rook. 
B. The King © takes the Biſhop. 


I.'The Rook gives check. | 5 
B. The King at his Queen” 8 Knight” 8 Square, 


W. The Queen at her Biliop? 8 fourth Square. 
B. The Queen at her econ Square. | 


38. 
W. The King's Biſhop's Pawn one Reps to hindep 
the Queen's Check. 


B. The Rook at its King's Knight 8 Square. 


39- 

2 The Queen at the black Queen's Biſhop's 8 
third Square. | 

B. The Queen takes the Queen (4 ) 


40. 
V. The Pawn talces tel Queen. 
B. The King at his Queen's Biſhop ſecond Square. 


41. 
W. TheQueen's Pawn one Move. 
B. The King's Rook's _ one Move. 


u. Th Rook 2 its Kip s Rook's Square. 
B. Fhe ſame, J 


FF. The Rook at its Kits Knight's Square. 
J. The Rogk at its 1 | 


44+ 
lt If his Queen retires inſtead of ta rs, you give 
heck · mate or take his _ . puſhing * your 


| re s Pawn, 


""M 25 0 


4 The Rook at the black 3 s Kni Square. 
B. The Queen's 5 an one Mech (2). 


8 The Rock at 
- The, Rook at ths, Wark. ca; Rook 


B. The King at bis Queen's 5 NNN thi 
: VE YL 


b Tron 
W. The Rook gives cho. 
B. The * F at his . 5 Fr 3 Tn 


4 
J 


3 . 
W. The Rook give ey. * * A 5 | BER 
B. The King at his Queen's Squares 
8. 


4 
W. The King's Pawn — D E 
B. The Pawn takes the Pawn. T ST 


| . _ 
IV. The Queen's Pawn one Move. —_ \ . 
B. The King at his Queen's Biſhop's Mate. ma 
avoid the Rook's giving Check- 
O. 
V. The Queen's Paw {ah check. 
B. The King at his WO 8 Square. 


51. a 
77. The Rook gives. check, arid * tha 
Pawn makes a Queen, and wins the Game. 


Eq. THIRD 


(e) 1 inſtead of playing this Pawn he had puſhed his King's 
Rook's Pawn lin order to make a Queen, you'll ſee by Cal- 
culation that he is one Move ſhort. 

It will be obſerved in this ſecond Back-Game, which being 
very long and very difficult for the White to attai his * 


nne. 


THIRD BACK- GAME, 


Begining from the Eighth Move of the 
Second. Gambit, 


- Of %+* C\LN1 5 — : 
* 40 ww - —_ * 2 * 


OI. 4 12 £ 112 8. 4 C 
White. HE King at his Bier ſecond 
uare. 


Black. The King 8 rere at his 5 5 8 Hund 
Square; ©* ffi 295; 


9 
W. The Queen at her King's ſecond Square. 
B. The Biſhop takes the Knight. | 
10. 
. The Queen takes the Biſhop. 
B. The Queen takes the Queen (a). 
N 
u. The Pawn retakes the Queen. 
B. The King' _—_— at his Knight sſecond Square: 
5 | 5 
V. The King's Rook's Pawn two Steps. 


* 111 e s Rook's Pawn one Step. 

13. 
chat! it would have been impoſiible to ſucceed hot the Help 
of the King; becauſe if the white King had caſtled on his 
Queen's Side, the King being ſo diſtant would have proved an 

Obſtacle, inſtead of a Help. It is to be obſerved, when the 
King doth not caſtle that his * s ſecond Square is com- 
monly the beſt Place. 

(a) If he had not taken your Queen, you muſt have puſhed 
immediately your King's NOS awn two Og to — 
his Pawns, h 


1571) 


I 3. 
V. The King's Rook at his Knight's Square. - 
B. The King's Knight * I 3 ſecond 1 


W. The Queen's Biſhop es the Gambir 8 "Ry 
B. The King s Biſhop takes the Qusen $ Faun 
n check. | 


W. The Pawn taken che B Biſhop. 
B. The King" 8 Knight s Pawn takes the Biſhop. - 
15448 16. in 
V. The King s Rook at the black King” s Knight's 
--». . ſecond Square. 3 
B. The Queen's Knight at his: dub; 8 third 


Square. 

N. The Queen's Knight at his Biſhop's third 
Square. | | 

B. The Queen's * takes the Pawn. 


W. The Biſhop takes oa "02 and gives cheek. 
B. The King a at his Wen 8 Ne PT WO * 


—— 


M. T he Queen's 8 Rook at its King 5 Knigte's 5 | 
r Ss 
B. The Queen's Knight at is Biſhop 8 reg | 
Square. mu,” „„ TY x 
20 i 
17. The Biſhop at his Queen? 8 Knight $ hind h 
- Squares; ..}. 
B. The Queen's Rook at its Queen 8 Square ( 25 
21. 
oy If he had play'd any thing elſe, you muſt have taken 


his King's Knight with your Rook, and afterwards have given | 
him check with your Queen's Rook to take his Rook. | 


(80) 
21. 

W. The King $ Rook gives FIPS: at the black 
's Biſhop's ſecond Square. 
B. The King at his Home. 

„„ 2. 22. Sek ; 
IW. The lber. s Rook at the black King! 8 
Knight's ſecond Square. 
B. The King s Knight at his Biſhop” 8 Square. 


23+ 8 
W. The Knight at che black Queen? 's fourth Square, 
and — a vitbly win the _ 


eee dener 


FOURTH BACK-G A ME. 
Beginning from the Eleventh Move. 


1 1 72} 
Whit =T HE Queen takes the Biſhop 5 
_The King's Knight gives * at 
the white King's Knight s fourth 
Square. 
„ 
2 The King at his Knight's Square. 
B. The King' Knight s Pawn takes the Pawn (a). 
I 
V. The Queen? 8 Biſop den the Pawn, 
B. T he King's Knight at his Biſhop's third Square. 
14. 
(a) (a) If inſtead of taking the Pawn he had play d any thing 


elſe, you muſt have taken his King s Knight” s.Pawn with your 
Rook's Pawn 


(8) 


IV. The Knight. at his Queen? xRook's a * 
B. The Queen takes * A 


77. The Pawn wkes hs 1 3 7 
B. The * 8 Knight at his Rook's een 


1 
W. The King's Rook ni the Pawn. 
B. The King's Knight takes the Biſhop. 


17. 
V. The Rook takes the Kaight. 
B. The King $ r Pawn one Move. 


IV. The King at his Biſhop” s ſecond Square. 
B. The King caſtles. 


= 
. The Biſhop at the black King' s third Square. 
B. The Biſhop at his Sing s ſecond — 


W. The Queen's Rock at its King's Rooks 
Square. 
B. The King at his Queen's Knight $ _ 
2h 
IV. The Biſhop takes the Knight. 
B. The Rook takes the Biſhop. 
22. 
W. The Queen's Rook at the black King's Rook's 
third Square. | 
B. The Queen's Knight's Pawn one Move. 
73 p 
VV. The King's Rook at the black King's Biſhop's f 
fourth Square. 


B. The Biſhop at his Queen's Square. 


24. 


(8s) 


W. The King $ Rook 32 Ne King: 8 Rook's 
fourth Square. 
B. The King at his Queen 8 Knight 8 ſecond 


; Squs are. 


; 


$15 $41: vii 4 7 6. 4 

V. The king 8 | Biſhop! s Pawn one 4 
B. The Queen' s Biſhop's Pawn one Move. 
W. The King s Biſhop Faun one Move on 


5) In this preſent Situation, your Adverſary being abi 
to attack any of your Pieces, your buſineſs is to bring your 
Knight to the black King's Knights third Square in order 
to take his Rook's Pawn, which will give you the Game, 


AE HIN 


THIRD GAMBIT, 


WITH 


THREE BACK-GAMES, 


One beginning from the Second, one from 


the Third, and the laſt from the Elventh 
Move, 


White, -HE "oy, 3 Ys two = | 
Black. The . 55 f 


1. The king 8 Bichop $ Pos two Steps. 
B. The Queen s Pawn two Steps (a). 


. The King's Pawn 2 the Pawn. 
B. The Queen takes the Pawn (5). 


4. 

(a) If he had played this Pawn one inſtead of two Steps, it 

would have formed quite another Game, therefore it requires 
2 Back- game to ſhew it. 

(8) If he had taken your Kitg's Biſhop's Pawn inſtead of 

takin will Bw nt King's Pawn with his Queen, a ſecund Back- me 
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the Conſeq ſequence, 


R 


ITY 


— — - - r nh 
* y — W— poet uucea : 
- — . Dr 
ow . — — — — 


1 — —— n + 
CN INE" PURI 
r 

— nes — 


"Sqm paw > 3 * „ 
* * N = 15 * 
3 n 
* 2 * W 
bt 3 5 " * PR 
— mn — — — 
* 


7 
© 
bs 
. 
1 
mg 
- of 
w_ 
ns 
= 
: : 
. 
7 
1 
K 1 
_ 
1 
= 
— 1 
_— 
_— 
- 3. 
2 of 
Pa. ? 
$4 
i = : 
* 


. Square. 


(684) 


| "4 | | 
I. The Biſhop's Pawn takes the Pawn. 
The ucen Seeg the Pawn, ang vey 
e 
ne w 2 
25 The Biſhop © covers che beck 0% n 
B. The King's Biſhop at his Queen s third Square. 
6. 
. The King's Knight at his Biſhop's third Square. 
Z. The Queen at her King's fecorid Square: 


W. The Queen's Pawn A, Steps. 


B. ene his King's third Square. 


V. The King caſtles. 
B. The Queen's Knight i his Wikis" ſecond 


* # 
* 1 


W. The Queen? 8 _ Pawn two EY 

bs, The Queen's 8 Biſhop” $ Pawn one Step. 
9 £87198 

. The Queen? 8 Knight at his Bite - J third 
Square. XL 

B. The King's Knight © at his Biſhop's third 
Square. ©: ET YT 11 ew HS oi 

11. 


W. The King 5 Biſhop ; at his Queer? $thitd Square 
5 dent ot 


(e In this Situation the Gameappears entirely equal on both 
Sides. However, it is to be oblerved, that you have the 
Advantage, tho? but a ſmall one; you have on your left 
Wing four Pawns, and that of your 0 at the head of 
them, whilſt your Adverſary's Pawns are divided three on each 
Side, And ſeparated from the Center. Therefore) you are bet- 
ter able to hinder his Pieces from placing Wemfelves in the fnid- 


dle of ihe Cheſs board, 1 


63) 


B. The Nine, caſtles wich his Rook. a). 


13 nin "{1? Ate.” 3. 15501 "} #114 R 92 
W. The Queen's) Biſhop-/ at the black * 
Knight's fourth Square (e). 
B. The King's Rook's P: Pawn one Move. Js 7 
£190: 1117 1 2 md 
V. The Queen? s Biſhop: at his king $Rooks fourth 
- Square. 1 7 : 1200) 
B. The-Queen at her Home. „a 
V. The Queen's use at his King's —_— 
Square (). gott 


B. The King 5 Biſhop at his king 8 ſecond 5% 
3 . 15 GIGS: Ann 

N. Ther On at her King's lebend Seſbate 

B. The N « at her r Biſhop's 5 1 3 Square (2) 


t geil 


"I... 7B Þ 
= 


* * 


N 2 2 by * 1 

+ — 4 4 2 ! 2009 1 . 10 24 A 

4 2 It was equal to him to caſtle on his King's or Queen's 
Side. I have already given a general Rule, for-attacking his 
King with your Pawns ;. nevertheleſs, for better Inſtruction, 


I ſhall make uſe of à third Back-game, beginning from this 


eleventh Move. 

(e) If he had not caſtled that way, this would have been 
very ill play d; becauſe you had loſt à Move by Ris puſhing 
only his Rook's Pawn upon your Biſhop, or you had been 
forced then to change it for his Knight, which would no ways 
have done you any good, becauſe his other Knight would 
have retaken the ſame Place. But you play it now on pur- 
pole to. excite him to puſh' his Pans that cover his King, 
that you may eaſier form yaur Attack upon it. 

lf he had not removed his Quicen, in order to make 
room for his Biſhop, your | apy would have been _ 
troubleſome to him 

(g If inſtead. of playing his Queen, he had Nh your 
Knight, you muſt have — retaken with your Queen. This 
would have put him upon his #hifts to, fave the Mate wath 
which he was threatned, 7 


% 
" 
0 A ? , 8 
— 
— — F Ray > ”__ * *— X * * w_ 
n n E GV — of ana 


fallibly have won the Game. 


M4] 


1 \ 2 — Th, 4 7 34a 4 
FH. The Queen S Luigi g es che Kaigh be 
B, The Knight takes che Knight: ＋ * 
ald b a 
77. The Riſhop takes the Klee. 
B. The hop takes he Bibop ; 


72 The Queen at ber! King's FIRE Ys San. 
B. The King's Knight's Fawn one Move. 


. The Enight at the black King's fourth Square, . 
B. The Biſhop takes the Knight [#08 
a2. 


IW. The Phan takes the Biſho 
B. The Queen” Rook — its RG 's SquareC/) 


if. The King's Rook at the black King's Biſhop! $ 
third Square. ; 


B. The Queen at her ſecond Square (B) 


W. The Rock takes the black King's Knight's 
Pan, and gives check. wot iT 


B. The Pawn takes the _ 


. The en takes the baun and ves 3 
8 B. The 


60 l. inflead of 
have then taken his King 
and that would have 

WA; If he had: 


hinge ad eel in you muſh 
King's Knight's Pawn with- your Knight, 
2 
r inſtead 
oe this Rook, Rage have taken his Bi Kay wit 
your Rus Rook: This would have made an Opening upon 
ks which would have proved very 
(4) If he had not play'd the Quorn ar thes Plgce; you mult 
have taken his Biſhop with your Rock, and you would in- 


(97 


B. The King at his Rook's Square (?). 


5 4 24. 4 1 J : DEE 

. The ' Queen takes "whe Baok's Pawn, and 
gives a perpetual Check. 

_—_— 93124 aan * 


eve 


FIRST BACK-GAME, . 
8 from the Second 8 : 


$4 


White. HE King 3 eren pod Ste 
Black, T The Queen's Pawn one Move. 5 . 


3. . 
W. The King's Knight at his Biſhop's third Square. 


B, The Queen'sBiſhop at the EM rn i 
fourth Square, 


4. 
. The King's Biſhop ar his Queen” $ Biſhop's 
fourth Square. 


** The Queen's ni at his Dar s third 
- lg 1. EINE: 


ing, he had over Ky 
his Queen, you muſt have taken his giving him check, 
and you would have remain d with a Biſhop and wo Pawns: 
agaipit his Rook, beſides a good Attack, which was 5 to 
win the Game. But as the Party ſtands at not 
worth while to finiſ it, becauſe the Length of it tener 
Inſtruction) would become tireſome ; beſides, if it be con- 
ducted with my uſual Regularity, it would make no Altera- 
tion, Therefore I make an end of it with a * Check. 
0 


© 1 inſtead of n 


(a) In the Defence, one is often forced t againſt the 
general Rules, in order to break the Adverſary's Projects, but 
that attacks is ſeldom in this Caſe. Therefore, the black 
Fours at preſent this Knight at his Biſhop" $ third — hy 


B. Tbe Bi 
W. The Queen e the Biſhop. 


B. The Queen's Biſhop's Pawn one Move. | 


(88) 

vis 3 00 N viel 76 guten 
ueen's s Biſhop? 's Pawn one Step. . 
ä — Knight (5). 8 


erer EET, 
3. Fo 6. . AJ I-04 -. 


W. The 


B. The King's Knight at his Brſhop's third Square, 


7. 
W. The Que n's Pawn one, Move. 
B. The Queen's Knight” at un Rook's fourth 


Square. The - " 4 4 * 1 * * + * *® + = 


V. The King's bi gives check at the black 


Queen's Knight's fourth Square. 


7 ted. 


9 
V. The King's Biſhop at his Queen O Rook's RR 
Square. v1 
B. The Queen's Knight” $ Pawn two- Steps. 
10. 
W. The King's Biſhop at his en s Biſhop's 
ſecond Square (c). B. The 


tua Reaſons ; the firſt, to defend his King? 8 Pawn, and the 
other to attack your King's Biſhop's Pawn, which proves 

very incommodious to him upon that Line. If he had play- 
ed: any thing elſe, * muſt have taken his King's Pawn 
with your King's Biſhop's Pawn, and then, giving him check 
with your King's Biſhop, your "Queen, by this means would 
haye taken his Queen's Bihop: ; but if he had taken your King's 
Riſhop's Pawn inſtead of playing his Knight, you muſt have 
played your Queen's Pawn two. —_ and that would have 
made you a complete: Gambit, to fol ow as ny former Inſtruc- 
tions direct. 

0 If inſtead of taking your Knight, he had played any 
thing elſe without attacking ſome of your Pieces, you muſt 
then have played your Queen at her Knipke s third Square. 
146 ſixth Back · game of the firſt Garbi More the 
e 

10 Without a true Knowledge of. the Game; one will natu- 

6 | rally 


( 
B. The King s Biſhop at his King's ſecond Juares. 
a) 20917 092 awe Bhd nn ant} r 
IV. The Queen's Pawn one Step navuC el XN 
B. The e King's Pawn: NT the Queen“ 8 (Pawn. 


W. The Queen's: Bihop's s Pan SF the Rai 
B. The King caſtles. LL 075 336731 01 N 
13 

M. The Queen's Biſhop at hi is King? 8 third Square. 


B. The Queen's Knight at the. white Queen's Bl 
oy s fourth Square. 


er 14. v, 
V. The Gn 8 Knight at his Go 8 1 
Square (4). 
B. The Queen's Knight takes a "white n 
Knight's Pawn. : 2 4 
15. 


0 


ib 
rally ca this theſe hs laſt homers were 3 laſt 
Moves; and really they do not only appear ſuch, but like- 
wile quite contrary to the many Rules already preſcribed : Ne- 
vettheleſs, when you obſerve, that he, in order to chace 
your King's Biſhop loſt as many Moves, and brought his . 
Game in ſuch Situation that he cannot caſtle his Queen's 
Side; unleſs he has a mind to loſe the Game in a few Moves; 
and taking his King's Side for that Purpoſe, your King's Bi- 
ſhop is extremely well fituated to attack your Adverſary's 
King, you will eaſily confeſs theſe three Moves to have 
been well calculated; the more fo, becauſe your being now 
maſter of the middle Part of the ' Cheſs-board, you ma 
Pei your Pawns as you pleaſe. If the Center is well 
'd, the Battle is half won. 

(% Playing this Knight, you leave one of your Pawns ex- 
0 to his Knight, without an apparent Neceflity for it. 
ut you muſt obſerve, that the Knit ht's or Rook's Pawns 
when ſeparated from the Center, are of but little Conſequence ; 
therefore you find here your Account better in purſuing; ws 
Attack „— minding” hols Pawns. 5 


2 * - a 


( 1 „„ 
4 orn. : 245 © 5 

2 the King' Knight Fawn two Steps (2). 

B. The cen's Knight at the wide Queer's 


* "3 
:£ 3 ? F 
"Wy 'T! D 5221 — & #1 


Bi ' fourth - eg l 0 
vn The Knight takes the Kelhe i ITY 
B. The Pawn retakes = „. OLA e 
N. The King's Kni 58 Faun one Move. 

B: The Knight at . ſecond Se, 


u. The King's Rook's F. Pawn two Steps, 


3. The Queen gives check. e 


1 8 5 = 
V. The King at his Queen 2 's Square. 0 
B. The Queen at the white Queen's Rook's third 
Square. 
20. 


7 The Queen's Rock at its Biſhop's Square. 
B. The Queen takes the Rooks Pan. 


- © "IT 
FW. The Queen at the black King's JETT EA 
mh DON "1 40810 "158; tip 
This F d to diſlodge afterwards his K ins? 
Lies — bY Ln A rc ky King's 


es s Pawn; but in this caſe, your Adverſary wo have 
y'd it at his Queen” s fourth Square, a Place very conveni- 
2 Fo advantageous to him, er a would have proved a great 
Obſtacle to your Attack. In this. Circumſtance you may ſee 


the Uſefulneſs of your Front-pawns, becauſe they will. be able 


to force that Knight to retire in his Trenches, and remain. out 
ef Power: to hurt you in the whole Courſe 


Vide Reflexion (4) in the firſt Party, upon the e Diefainel a of 


From-pawns. 


(f) You play the Queen, to. oblige bim to puſh upon her 


his 8 s Knight s Pawn; this will enable you to attack 


your A 5 with your Rook's Pawn and an Opening 
upon his Sing, which you will ſee preſently, 


- 


(91) 
B. The Queen's Rook at its Knight's Square. 
ES Do aw ages 15 | 
IF. The King's Pawn one Move. 3 
B. The King's Knight's Pawn one Move. 
LE 1 | 
. The Queen at her King's ſecond Square. 
B. The Queen's Rook at the white Queen's 
Knight's ſecond Square. 


4 
W. The King's Rook's Pawn one Move. 
B. The Queen's Biſhop's Pawn, or any other 
Piece, the Game being loſt. 


| 25. 
W. The King's Rook's Pawn takes the Pawn, 


B. The King's Biſhop's Pawn retakes it (g). 
55 $6. LY 
W. The King's Rook takes the black King's 

Rook's Pawn. 
B. The King takes the Rook (5). 
27 
W. The Queen gives check at the black King's 
Rook's fourth Square. | 

B. The King where he can. 8 

. 3 . 
W. The Queen taking the Pawn gives check, and 

Mate the following Move. 

(8) In caſe he had retaken with his Rooks Pawn, you muſt 

have play d your Queen at your King's Rook's ſecond Square; 


which had won you the Game equally. You may make the 
Trial of it. : 


(4) If inſtead of taking your Rook he had play'd his own 
at his King's Biſhop's ſecond Square, you muſt have retired 
yours one Step, and ſuſtain'd it afterwards with your Goes 
The Mate would have appeared the ſame, and had only been 
prolong'd one Move or two more. | 


* 


N =: 


(92) 
020000000209000600060050 


SECOND BACK- GAME, 


In the Third Gambit, beginning from the 
| Third Move. 


4 3 
White. | da F. King 8 Pla FRG the black 


Queen' s Pawn. 


Black. The King's TY takes the Biſhop? $ Pawn. 


V. The King s Knight at Jig Biſhop' s third Square. 
B. The — ke the Pawn. 


\ E 
2 * he Queen's Pawn two Moves. 
B. The Queen' gives check at the white King's 
fourth Square. 
6. 


V. The King at his Biſhop's ſecond Square. 
B. The King? s Biſhop at his King's ſecond 
Square (a). | 


as IM 
W. The King” $ Biſhop at his eber s third Square. 
B. The Queen at her Biſhop's third Square. 

8. 


Ie. The Queen s Biſhop takes the Pawn. _ 

B. The Queen's Biſhop at NEE + King 8 wind | 
8 Square. 

9. 

te) If he had not cover'd his King and left his Queen where 

ſhe was, he had run the riſque to loſe her or the Game ſoon 


after; becauſe you would have given check with your Biſhop, 
and” afterwards your King's Rook would have attack'd his 


Queen. 


V. The Queen at her King's ſecond Square. 
B. The Queen at her ſecond Square. 

DA 10, 
V. The Queen's Biſhop's Pawn two Steps. 
B. The Queen's Biſhop's Pawn one Step. 


11. 
W. The Queen's Knight at his Biſhop's third 
Square. + e 
B. The King's Knight at his Biſhop's third 
ggquare. 
12. 


V. The King's Rook's Pawn one Move. 
B. The King caſtles. 


= * | 
IJ. The King's Knight's Pawn two Moves. 
B. The King's Biſhop at his Queen's third Square. 
W. The King's Knight at the black King's fourth 


Square. 


B. The Biſhop takes the Knight. 


_ F 1 

W. The Pawn retakes the Biſhop (5). 

B. The King's Knight at his King's Square. 

16. 

V. The Queen's Rook at its Queen's Square. 

B. The Queen at her King's ſecond Square. 

| 3 7 EE: 

W. The King's Knight's Pawn one Move. 
B. The Queen's Knight at his Queen's ſecond 
Square, . N 

N 2 46 


(% You take with your Pawn to force his Knight back, 
having no Place to advance it; you would not have removed 
him it you had attack'd him with your Biſhop. 
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48. 


ie Queen at as black King? 8 Rooks mouth 


Square (c). 
B. The King 8 Knight“ 8 Mm one Move. 


I. The Queen at the black King's Rook's third 


Square. 


B. The Queen gives check. 


20. 


M, The King at his Knight's third Square. 


B. The Queen's Knight takes the white King' - 
Pawn. 
21. 


W. The Knight at his King” 's fourth Square. 


B. The Queen at the white Queen's fourth 
| Square (d). 
22. 


2 The Knight gives check at the black King 3 


Biſhop's third Square. 
B. The Knight takes the Knight. 


23. 
ur. The Pawn takes the Knight and forceh the 
as. - | 


B. Loft, 


(c) See the Letter 77 Ji in the firſt Back-game of this 
Gambit. 


(4) If he had play'd his Queen any where elſe he had loſt 


his Knight, and that would have been ſufficient to win the 
Game. | 


THIRD 


(95) 


* 


050000000000000000000900 


THEIRS. BACK - GAME, 


To the Third Gambit, beginning from the 
Eleventh Move, 


White. HE king 8 | Biſhop at kis ven 
T third 8 quare. Que b 


Black. The King —4 on his Queen's Side. 
12. 
JV. The King's Rook at its King's Square. 
B. The en retires at her King's Biſhop's 
Square (a). 
13. 
V. The Queen at her Rook's fourth Square. 
B. The King at his 3 8 Knight Square. 


I. The Queen's Biſhop 4 his King's third Square; 
B. The Queen's Biſhop's Pawn one Move (3). 
15. 
V. The Queen's Pawn one Move. 
B. The Queen's Biſhop at the white King's 
Knight's fourth Square. 


16. 


(a) Hoy retires his Queen to avoid the Loſs of a Piece, which 
vou could force, by puſhing your Queen's Pawn upon his 
Queen's Biſhop. 
(6) If he had attack'd your Queen with his Queen's La 
you mult have retired your _ at her Knight's third 
's Pawn to diſlodge his Knight.” 


and afterwards puſh your Ro 


1 
1 


696) 
16. 
V. The Queen's Knight's Pawn two Steps. 
B. The Biſhop takes the Knight. 


17. 
I. The Pawn takes the Biſhop. . 


B. The Queen' $ Rook at its Biſhop s Square (e). 
8 


1 The Knight at the black Queen's Knight's 
fourth Square. 


B. The Queen s Rook's Pawn one Step. 


; 19.5 

15 The Knight takes the bes: 

B. The Queen takes the Knight. 
20. 


MV. The Queen's Rook at its Knight's Square. 


B. The Queen's Knight at his King's fourth 
* 7 Square. 


"FA 
V. The King's Biſhop at his King's ſecond Square. 
B. The King's Knight at his * $ ſecond 


Square. | 
885 
W. The Queen at the black Queen's s Rook's fourth 
Square. 


B. The Queen gives clark at her King's Knight's 
XY third Square. 
. 
V. The King at his Rook's Square. | 
B. The Queen at her third Square (d). 24. 
(c) Any thing that he can play, the Game is ſo diſpoled 


that he can not avoid loſing it, that is to ſay, if the Game 


be well conducted on both Sides. 
(a) Any thing elſe he could have play'd, you muſt have 
taken his Pawn with your Queen's Knight's Pawn ; and in 


| Eaſe your Adverſary had taken it, you muſt have retaken 


with. your Rook, in order to double chem afterwards. 


( 97) 
24. 
. The Pawn takes the Pawn. 
B. The King's Knight takes the Pawn. 
25. 
W. The ch s Rook at the black Quad 5 
Knight's third Square. 
B. The Queen at her King's Biſhop's Square. 


26. 
IV. The King's Rook at its Queen's Knight's 
Square. 7 ot | 
B. The Queen's Knight at his me $ ſecond 
Square. | 


Sz A 
W. The Queen's Rook takes tlie black Net 8 


Rook's Pawn. I 


B. The Knight takes the Rook. 
1 5 
W. The Queen retakes the Knight. 
B. The Queen's Rook at its Biſhop's ſecond Square. 
29. 
I. The Queen's Pawn one Move, and wins the 
Game. 
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FO FE GAMBIT, 


Commonly called 


CUNNINGHAM' 8 GAMBIT. 


: The Author of which thought it it a ſure Game, 


but I find quite the reverſe; three Pawns 
well conducted, for the Loſ of a Biſhop 
only, will win the Game, playing well on 
both Sides. There will be two Back- 
Games, one from the ſeventh, and the 
other from the eleventh Move. 5 


White. T HE King's 5 two Moves 
Black. The ſame. | 


. The King's Biſhop's Hb two Moves. -. 
B. The King s Pawn takes the Pawn, 


5 | 

V. The King's Knight at his Biſhop's third 
_ Square. 

. The. King's - Biſhop at his King's ſecond 
Square. 

4. 


(99 ) 


3. The King's Bithop,, at; his: Queen;e- Biſhop's 
fourth Square. 1 2:16 cg ant -$ 
B. The N 5 hoy gives check. © 


fer — 


11 4 


M12 


17 The King 8 15 8 3 55 = Move, 


B. The kee. the Hawn. 3 
"6. O 8d] 

W. The King caſtles. A dog dT. RN 

B. The Pawn takes the Rook Pawn, and gives 


check. „ | 
uy ut + 4% * b . Lo ze; ; 
* 
th 
| 


7. 
VN. The King at his Rook's Square. 
2 The King's Biſhop at kia Suach. * 


W. The King's Pawn 4 Move. lt 
B. The Queen's Pawn * Steps GY. 


. The King's Pawn he the Biſhop. 
B. The King's Knight takes the Pawn. 


10. 
M. The King's Biſhop- ap bis Queen s Knight's 
ei Square. OY 
B. The Queen's Bihep at his King's hir 
1 


1 1 1. 
(a) If inflead of playing this :« Bilhop at his third Square he 
had play'd' it at his King's ſecond. Square, you had won the 
Game in a few Moves, which you will ſee by my firſt 
Game, beginning from this ſeventh Move: - 
(5) Without the Sacrifice of this Bilbop he could not win 
the Game; but, loſing it, for three Pawns, he muſt by a good, 
Management of them, become your Conqueror. I he very 


Strength of thoſe three Pawns (provided he doth. not be too 


haſty in puſhing them forwards, and that they be always well 
ſuſtained by his Foy _ wm we: _— in n of TOI 
beſt Defence. x 241Quil . F 


N. IR I Bf... we an - IT A 0 1 * 
. IF A © S oe” a p nd : 8 1 n Fan 6 1 
- TTY LETS 1 r 7 5 8 8 
y 8 CITY a r 2 * 1 
. , —— he — © 


» 3 
— r 


; 4 15 


4 v 
it 1 
1 
* 4 
BS 
"t.% 
i 
7 it 
. 
8 N 
=_ 
j 
© 
| ti ' . 
- 
1 
* 
1 a 
1 
+} 1 | 
* : 
I 
0 N 
„ 
35 
. 
1 4 + 
_ 
* 
_ 1 
. 1 
„ 
4.8 
_ 
= 
_ 
_ 
* & 1 
3 
4% 
. 
[ 
- 7 
+ © 


( 160) 
It. 
N. The Queen's Pawn ene Move (c). Wy 
B. The King's Rook's Pawn one Mone(d). 


„ 18. 
W. The Queen 8 ume at his King 8 Biſhop's 5 
fourth Square 


B. The Queen's Biſhop's $ Poms: two Steps. 4 
14% 
W..The Queen's Biſhop mes the Pawn next to 


= - his King. 2 10 It 2561 01%6 4 50 1 A 
5 The Queen's Knight at his Biſhop's third 
Square. W 
14. . AA af] 
I. The Queen 8 Knight at his Queen? s ſecond 
uare. 
B. The King's Knight at the white King: op ke 
fourth Square Lt 0.2 12 
25 | is 3 f 5 15. 
* (e) If you had p h'd this bann two Steps, you had gi 


to his * a free e in your Game, in would h wha 
Ip& you the. Pa ſan. But, to make this more ſen- 
fible, I make it the Subject of a ſecond Back game from this 
eleventh Move. 

) This Move is of great Conſequence to him, becauſe it 
hinders you from attacking his King's Knight with your 

een's Biſhop, which would have enabled. you to ſeparate 
kis Pawns by changing one of your Rooks for one of his 
Knights, ins in this caſe the Advantage of the Came would 
have turn'd on your Side. | 

-(e) He p th this Knight to take your Queen' $ Biſhop, 
which ich would prove very incommodious to him in caſe he 


| ould caſtle on his Queen's Side... It is here proper to > 


e again as a 3 Rule, that if the Strength of our 
ame conſiſts in Pawns, the beſt way is to take the Adverſary's 
Biſhops as ſoon as „ becauſe they can 28 the. — 

of the Pawns, þ better thaw the Rooks, | 


L=) 
; 428 7 | 
V. The Queen at her King's ſecond S uare 4 
B. The Knight takes the B Biſhop. 0 = = 
TID 28 0077 3 192 ae 
W. The: Queen takes the Knight. 
B. The Queen at her Kaigh' $ Square ( 60. 


I. The Queen takes the n ay 
B. The Rook takes the. Queen. 3 VA W 
18. * ns 801 11 1 „5 


. The Queen's Rook at its King's Square. 


B. The King at his Queen's J ſecond Square. | N * : 


- 


19. 
W. The King's Knight gives check. 

B. The Knight takes the Knight. We | 

20. FS | 

V. The Queen's Rook takes the Knight, __ . 

B. The King at his Queen's third Square, . 


21. 


W. The King's Rook at its King? 8 Square. 1 


B. The Queen's Knight's Pawn two Steps. 


S-- Fa | * 
I. The Queen's Biſhop's Pawn one Step. AL AQ 
B. The Wit 8 Rog at its King's Mer : 


Not knowing SIR to fave your Biſhop without 1 
worſe, you play your Queen to take his Place again when 
taken; for, if you had play d it at your King's Biſhop's fourth 

Square to hinder the Check of his Knight, he would have 
Ty his King's Knight's Pawn upon your ſaid e and 
would have made you loſe the Game immediate 7 

(g) If he had play'd his Queen any where elfe, ſhe would 
have been cramp'd ; therefore he offers to change, that; in caſe 
you refuſe he may place her at her third Square, where * 
not only would have been ſafe but extremely vell poſted. 


(b) If you did not take his Queen, your Game x FOR! 


mill! in a worſe Condition. 


w 14 


N 
1 
* 
= 
I 
5 : 
4 if 
1 
: 
1 
HM 
7 
2 


d 


188 ” 


u. The Queen' $ s Rook's 5 HER two. Steps. Nt. 
B. The Queen's TY * one Step. 


* a 4 
* Py 


W. The Knight at his King” 5 Biſhop- s third Square. 
B. The King's Knight's Pawn two Steps. * 
. 
2 The King at his bark, wh s ſecond Square, | 
B. The King s Biſhop's Pawn one Move (i). 
| 26. 
V. The Queen' 5 Rook at its King's ſecond Square, 
B. The King's Rook's Pawn one Step. 
„„ 
u. The Queen's Rook's Pawn takes the Pavn. 
B. The Pawn retakes the Pawn, 
28. 
FW. The King? $ Rook at its Queen's 8 KRoolꝰs | 
Square. 
B. The Queen's Rook at her Home 00. 
| | 
V. The King” Rook 0 to its King $ ines 
B. The Biſhop at his Queen's ſecond Square. | 
IV. -:. 
IV. The Queer? s Pawn one Move. - 
B. The Deen 8 dae 8 1 one Move. 


2 Tha Biſhop at his Queen? $ Riſhop! . ſecond 


rp 
; : B. The 


0 if he had pied this Pan two ene you had gain'd 
775 ueen's Pawn, taking it with your Biſhop. 1 his would 
haye mended your Game very 15 had 


(4) One a always ive ta binder the Adverſary From 


dqubling” his Rooks, Ga when there is an Opening: 
ol Game, Mhirefors he N immediately to change vos 


for the other. 1 


ing 0 
B. The King's Rebk's — Move — 


W. The King 8 Robe at bis Home. 1 Za 
B. The King's Rock at its fourth Squire % 


(A 


W. The Queen's Knight Pawn one Move. L. 
B. 7 Queen's Rook at its my Rook's 


Square. 5 


4. 
W. The Queen's 8 8 Palin one More. 
B. The King's wag 1 one Move! 


u. The Knight at his Queen i econ Square. 
B. Fhe _—_— s Rook at its King' 8 E s fourth 
Square. 
36. 
IP. The King's Rock at its King! 8 Hife s 
Square. 
B. The King's Knight's Pawn one Move. 


37- 
. The Rbok takes the Pawn and gives check. 
| B. The King at his nn 8 9 8 N 


Square, 


Yd x 1 mw 7 J ” 1 x 1 . "I _ or” yd 5. 2 8 , LS —— 8 2 JECT E Fares g 1 a N 
3 of >> 2 — ng ha $ ma a. 0 N — 4 * abs & —_— with ne 
8 RY 5 TM n «x 2 n 1 . n . —— n pop es 


38. 
W. The King's Rook at the black King? sKoight 8 
third Square. 


* 


"07 en 


B. 


() He playeth this Pawn to puſh afterwards that of his 
King's Kni — upon your Knight, with an intention to force 
it from his ; but if he had W his Knight's Pawn be- 
fore he 48 this, ou muſt have yoſed your Knight at your 
King's Rooks fourth Square, and by this means you would 
hone ſtopp'd the Progreſs of all his Pawns. 

(m) It + inſtead of playing _ he had given check with his 
Roak's Pawn, he would have play'd ill, and entirely againſt 
25 Party. Vide Refl. x full 


a LS GON 


n 
* „„ 


the Inſtruction given in the 
8 


3 (-194)) 
B. The King's Rook's Pan gives check. a 


W. The King at kig1Koight Square. 70 W 
B. The King's WES Pawn one. Move! 


1, The Rock takes the R Rook. N 
3. Phe Rook's Payn gives * WS ATA 


W. The King takes the Knight! s Pawn, 
B. The -— 5 Pawn makes «peri and Bes 


#5 $4 0 11 


2 


AY 1 8 
W. The King at his Biſhow s ſecond Square. = 
8. The Rook gives check at its; ng 8 Biſhop! $ 


Square. 


F. The King at his third Sq re,. 
B. The Queen gives ky at the white King's J 
Rook's third Square, | 


44. 

W. The Knight covers the Check, having ng 

other way 

B. The Queen takes the Knight, LY 1 
the Rook, and oye: tad in two Moves 


3 


— 
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"FIRST BA CK-GAME, 


13 33 13 An O + 
1 from n 4p Seve nth Mie of * this 


Fourth Gambit. 


2 
ATIQOY  * LIN To * | al 
White. | "HE, 1 at his Roel 8 8 
Black. 1 The Biſhop at his King's s ſecond 
Square. 42 45.455 Canad Od 
8. 


I. The King's Biſhop takes the Pawn, and Sir Ve 
eſt: be 
B. The King rakes the Biſhop. 4 
9. 14 &3 &. „„ 
I. The King? 8 Knight at the black King 8 fourth 
+= Square, giving double Check: 3 
B. The King at his third Square, any where elf 
he lofts his Queen. =, . 1 
„„ 5 
IP. The Queen gives check at her King $ Knight $ 
+ fourth Square 
B. The King takes the Knight, : | 
50 11. 11 * 
V. The Queen gi ves check at the black King $ 
Biſhop's fourth Square. 
B. The King at his Queen's third Square. 


PL.” „ 
W. The Queen gives Check- mate at the black 
" - 24 Square. of df 0 


a d.; +24 4 A 


( 1 ) 


L538 Bp 9, 


* 77 5 
„ 43 3 


2 09's N 
* Re e 1 Les Ws * 4 5 


e Sees ebe 


1 A 1 


7 * v 
© #443 £% 2 1 * 21 $1 . 2 22 


i ASEQUEL wks 


FIRST BAC KEA ME, 
In caſe your Adverſary refuſes taking your 


- Biſhop with his King, at the Eighth Move 
© of this firſt Back-Game. _ 


. 8. 
White. | HE King 5 Biſhop takes the Pan, 
and gives check. 
Black. The King at his ON Q Square: 


. Tbe Kings Knight a at the black King' 's fourth 


B. The! Ning“ 8 Kaige at his Kiog's 8 ; Biſhop ' chird 
— h m—— 
i IO. my 
2 The kine's $ 4 at his Queen? $ Knight's 
third Square. * 
B. The Queen at her Ning 8 Square. wp 


2 The King Knight - cheblack King) Biſhop's 
ſecond Square. 
B. The Rook at her Knight's 1 
6 1. 12. 415 1 
is. The King's s Pawn, one Move. N 
8. The Queen” 8 Pawn t two Moves, 5 


bu 


tip) 


a a, on bo. 32,22, 0:0 0S 
* T Rites the Rush. 2 8 
B. The 1 W the Tm, | 


N.. The * takes the alin 


B. TheQuee 18 Biſhop at rhewihiteRingvKnighy's 
fourth Square. 


"al —— 


. 
I. The Queen at her King's Square. 
| 8, The 3 Ss * . 1 * e k 

1 
7. The Queen's Pawn two Steps (a). 
B. The Biſhop takes the Wg +00) iT. 


W. The Queen's Biſhop gives checlk. 
B. The Rook covers the Check. | 
2 44 1 id 18, 1 
VV. The Knight at his Queen' Biſhop! 8 died Square 
B. The Biſhop takes the. Biſhop. 


I 
I. The Knight. retakes tha Biſhop. 
B. The —— her King SBiſhop $ ſerviid Jed 


20. 
. The Knight takes the Biſhop, 


B. The Queen takes the Kue 
2 
. The e takes the Queen. 


B. os. ory 


I. The Biſhop takes the e Root; and with the Gul: 
_- fiority S a Rook; beſides a good Situation, 
will eaſily win the Game. 
$ECO N D 


7 ' H 


0 This Fiece is Aid, galy to ſhorten the Game. 


(108) 


eee 
SECOND BACK-GAME, 
Beginning ſedmithe.clevenh Move. of this 


W $ Gambit. 

. Nip 2 111 34 36 en 57 
White HE Queen s Pawn two Moves. 
Black. 1 The King's Knight at the white 

King 8 fourth Squire. —— | 
) 45, 7 12. has , Ty C 210 


W. The Queen? I Biſhop at his King's Biſhop's 
fourth Square. 
B. The King's Biſhop's Faun two Moves. 


5 
V. The Queen's Knight at his Queen's $ ſecond 


Square (2). | 
B. The Queen at ber Kings 5 ſend! Sine, © 


IF. The Queen's Biſliop 85 Pawn two Moves. 
The Queen's Ader s Pawn one Move (5). 


(a) Vou play this Knight to tuipt your Adverſary to NY 
it; but if he did. A Would play very ill; beeauſe you are 
to obſerve, that A Nacht thus, ſituated, that is to ſay, ſuſfain'd 
by two Pawns, wilt you had no Pawa left to puſh up to 
remove it, that Knight l is at Jeff worth a Rt o, and becomes 
ſo incommodious, that vun n be forced to take it; and in 
this caſe your Adverſary reur + his two * one of which 

will pro dba either malte at deen, or or coſt you a Piece to 
hirder it. . 

% Ir he had taken your Pawn, his Game would tl very 
much diminiſh'd in Strength, becauſe bis Knig] t had been ſu- 
in' d but by one Pawn initead of two; beſides, he would have 
been forced to retire his King's Knight when attack d, in or- 
der to — the Pawn that ſuſtain d it. 


F + 3 
« 1 ) 


W. The Pawn 6 the 1 : 
B. The Pawn retakes che Pawn. 


16. | 
V. The Queen: s Rook at its Biſhop's Square. 
B. The Qucen's * at his n s third 
; - 5 
12 
IW. The Queer?'s Knight takes the F 
B. The King's Biſhop's Pawn retakes the Knight: 
Vo 'bs \ 18 # | „ 


W. The Knight takes che black Pawn next to his 
King. 
B. The King caſtles with his Rook. 


os 
W. The Queen at her ſecond Square. 
. The King s Rook's 82 one Step. 


I. The Queen's Rook at tobe black Queen' Biſhop's s 
fourth Square. 
B. The Queen's Rook at its Queen 8 Square. 
21. 
W. The King's Biſhop at his Queen's Rook's 
fourth Square. | 
B. The King's _— 8 _ two Steps. 


B. The Rook takes _ Rook.. 


W. The Knight takes che Rock. Is 
B. The Queen at her * Square. 


V. The Queen's Biſhop 4 his King $ chird _ 


W. The Queen at her King 'sRook's ſecond 80 8 


B. The King at his Knight' s ſecond Square. 
F'2 25. 


Es 


* 1 J 


W. The Dates takes Pi Queen: 
B. The Rook retakes; the Queen. 


W. The Queen's Rook's "HRS Move, 
B. The King at his Kaen s third Square, 


W. The Queen's Knight's Pawn two Steps; 
B. The. King s Rook's Pawn one Move. 
28. 
W. The Queen's Knight's Pawn one Move. 


B. The Knight at bs 255 s ſecond Square, 


W. The Rook at the black Queen's Biſhop' s {> 
cond Square. 


B. The Rook at its Queen's ſecond pare: 


W. The — tx takes the "HY if not it will bg 
the 
B. The Biſhop retakes the Rook, 
ite - 
W. The King at his Knight's ſecond. Square. 


B. The King's Rock's 5 one N 
W. The, Queen's n's Biſhop. a his king $ Biſhop” s ſer 


cond 


B. The King a is Rol's ford qua 


. The Kin g's Biſhop 14 check, 
3. The Biſhop covers Chefs - 


W. The Biſhop takes F.. Pic ſhop. 
B, The Kiog takes th Biſhop. A 
35. 


The K. 


ing 


( A } 


W. The 280 | res Gk at. bis, Ning $-thigd 
Ga > 5 SOUR n 
B. The King at the white King O Biſhop $ fourth 
Square. 
36. 
7. The King, at his Roos drd- Square. 


at'the White FIG iliop's third 


Square. 
W. The . od is. king $ Knight 8 n 


B. The Knight at his King's Biſhop" 8 — 
Square. | Op —- 


1. The Biſhop. this: King! « Knight's Square. 
B. The King's Haun one. Movti .: tht) 


W. The 


39. 4 
Queen' 8. aka. Pauen one Move. 85 


B. The King): 8 Fayn 2 Moyz... Fa 
M. The Biſhop pathisRing >: Biſhop's s ſecond 
th * 


B. The Knight take 
aſterwards-ch — 


Queen's Pawn, an * ins 


3 
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en THE 


Gambi it call d Cunningham. 


I. have already ſhewn, that the Attack of that 
Gambit is far from being good, fince the 
Defence muſt win every way when tole- 
rably well perform'd ; three Pawns well 
conducted cannot be leſs than equivalent to 
a Piece: But the ſure way to win is, when 


the firſt Check is given with the Biſhop, 
to remove your King to his own Biſhop's 


Place, and not puſhing the Pawn, as 2 
ningbam ſheweth. 


T 


HE King's Down two o Moves. 
The ſame. 


W. The King's Biſhop's 3 two Moves. 
B. The Pawn takes the Pawn, 


2 EE. 
I. The King's Knight at his Biſhop's third Square. 


5 B. 


9 


B. The King $ Biſhop at = King” $ ſecond Square. 


1 The King's Biſhop at his Queen's Biſhop's 


fourth Square. 
B. The Biſhop gives check. 
7 „%% -# Ho | 1 9 7 
17 The King at his Biſhop? 3 Square im.” _ 
B. The Queen's Pawn one Step. 
6. 
IV. The Queen's Pawn two Steps: 7 | 
B. The Queen 3 at ber King m i third Squire 


L or 
I. The King 8 Pan one Step. 1 
B. The Queen's Pawn takes the Pawn. 
„„ — - 
W. The Queen's Pawn retakes the Pawn, 
B. The Queen at her 5 ſecond Square. 


W. The Queen? s Biſhop AT the Gambit's Pawh. 
B. The Queen's Biſhop at the white a: 

fourth Square. eee 

>. 
1. The Queetꝰs Knight at his mb 5 third Square 
B. The Queen's Biſhop” s Pawn one Step. 
3 =: he: ©! 

*. The Queen? s Knight at his King? 8 bead 
5 Square, and muſt win the Game. 1 


0 a) Retiring your King at his Biſhop's s Place, mak 1 
impoſſible for your Adverlary to preſerye the Gambit's Pawn,. 
which will be always in your Power to * and FOR: 
continually the At: ack upon him. 


X 


3 


4 


——— — Or Ren 
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. » ths © 279 


Se: SHE TEE TY 


THE by e 


QUE EN's nn. 


oTHt NRW TS E 
GAM BIT of ALE r. 


24 3 & * 122 


Wberein there wil be fix ack: emen. 


P*4. 


ak 5 4 - 8 
* 
> 9 * 9 


bite. 
Black. 


„ 


"OF * $ Jorg — 
Des Faun takes the Faun. OP age 


3- | 
WW. The King's Pawn two reg. 
| B The King“ 8 Faun twa Moves (00. en 


(a) a) If inſtead # two; 3 you had es this Pawn 6 2 

Step, your Adverſary would in this Caſe have ſhut our 
5 Biſhoꝑ for atleaſt half the Game : my GW Bael. ame 

will be the Evidence. of it. In the * ile I take this 
Opportunity to acquaint you, that a certain Author (otherwiſe 
. A. very good Phayet, who delights 9 702 in "his Queen's 
Gambit) - teaches to puſh this Pawn o one Step; however, 
this wil convince him and others, that * is rely better 
to puſh it two Steps; nevertheleſs, I will agree, that puſhing 
it only one Step, you may ſotnetimes- deceive a bad Player, 

but this doth not juſtify the Move. 

FUE 4 If inflead of playing this Pawn, he had ſuſtain'd the 
ifs Pawn, he had loſt the Game, This will be ſeen by 
a ſecond Bacl-game. But if he had neither puſh” d this Pawn, 


nor 


( #13) 


— . 
M. The Queen's Pawn one Move 62 bk 
B. The King's Biſhop's Pawn two Moves (q). 


M. The Queen's K 


09 "= 


# 
: 


night at his Biſhop's third 
f Square. 5112 45 EF tt 1 7108 Rk 
B. The King's Knight ar his Biſnop's third Square. 
"G1 | 
WW. The King's Biſhop's Pawn one Move. 
B. The King's Biſhop at his Queen's Biſhop's 
fourth Square. Rot 


. The Queen's Knight at his Rook's fourth 
ThE . ** uare {3 ah 8 ! „ To 7 | N 
B. The Biſhop takes the Knight, near the white 
King's Rook (J). 
ig 25 5: mee e N 
IV. The Rook takes the Biſ no 
2 ; | * . | | B. 
nor taken the Gambit's Pawn, in this caſe you muſt have 
puſh'd your King's Biſhop's Pawn two Steps, and your Game 
would have been in the beſt of Situation, for having then three 
Pawns in Front. | 


(e) If inftead of puſhing your Pawn forwards you had 


taken his King's Pawn, you loſt the Advantage of the 
Attack. This will be the Subject of a third Back-game. 

(d If he had play d any thing elſe, you muſt have puſh'd 
your King's Biſhop's Pawn two Steps; by this means you 
would have procured your Pieces an entire Liberty to act. 


(e) If inſtead of playing your Knight in order to take his 


King's Biſhop, or make him remove it from that Line (as you 


are inſtructed in the firſt Party) you had taken the Gambit's 


Pawn, you had loſt the Game again, This muſt be ſhewn by 
a fourth Back- gam. | 


(f) If inſtead of taking your Knight, he had play'd his 
Biſhop at your Queen's fourth Square, you mult. have at- 
tack'd it with your King's Knight, and taken it the ſubſequent 


Move. 
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(116) 
B. The King caſtle (Z). 


V. The Rnigbt at his Oude Biſhop! 8 e 
B. The Pawn takes the. Faun. 
10. 

W. The Ting «Biſhop takes he Gambir' "i (5 
B. The Pawn takes the white King's Biſhop' Pan. 
11. 

W. The Pawn retakes the Pawn (7). 
B. The Queen's Biſhop at b W $ Biſhop 8 

fourth Square. 

12. 

W. The Queen's Biſhop at his King's third 1 
B. The Qucen's TIRE at his Queen, 5 ſecond 
; - Square: 1X 1% 293) i T 
W. The Queen at her Coon 1 
B. The Queen's Knight at his third Square. 
: 14. 
W. The Queen's Biſhop takes the Knight. 
B. The Rooks ww n the 8 


15. 


El. Inſtead of caſtli „if he had puſh d his Queen's Knight” 8 
d ce Steps in et 0 ſuſtain his Gambit's Pawn, you 
will be — by k fifth Back-game that he had loſt the 
Party; and if inſtead of either of theſe two Moves, he had 
choſen to take your King s Pawn, your retak ing it would have 
hindred him from taking yours again with his Knight, becauſe 
he would have loſt the Game by your giving him check with 
n Queen. This is eaſily ſeen without a Pack- game. 

(5) This particular Move demands a ſixth Back-game ; be- 
cauſe if you had retaken his King's Biſhop's Pawn with . your 
King's Biſhop's Pawn, you had loft the Game again. | 
629 In retaking this Pawn; you: give an Opening to your 
Rook upon his King, and this Pawn ſerves likewiſe for a better 
Guard t your King,-5t-ftops alſa the Courſe of your Adver- 
fary's Knight; and tho' you have at preſent a Pawn leſs, * 
have the beſt of the Game by the Situation. 


0 wy) 
| 15: 
M. The King caſtles on his Queer? s Sicke. 
B. The King at his Rook's $ Square, Die 
2010 wall gilt 26) 5 
7 The King's Rook at the black king 8 «Knight 8 
-fGurth Sq treo wwe 
B. The King's Knight's Pawn one Moye. 
| 717.5 iN 
I. The Queen at her King's cas ugge. 
- B. The Queen at her third e S 30 
1 5248. kr 
V. The Knight at his King's fourth Square = 
5. The " Wthop! takes _ Knight. | . . 
W. The Pawn retakes the Biſhop, a and. reunites his 
Comrades. 
B. The King's Rook at its King's Sages 
20. 
V. The King at his Queen 8 Knight s Square. 
B. The Queen at her Siſhop” 8 erh 1 
p S79' tal 21. 1 
W. The Queen takes the Queen. 5 
B. The Pawn retakes the Queen. _ 7711 
; e Gag 21 
I. The Queen? 8 3 at its King's Square. 
B. The King at his A oy 8 ſeeond Square.” 
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23. n 
I. The King at bis Queen's Biſhop” 8 ſecond Square. 
B. The King $ Rook's Pawn one Move. 5 
5 g 24. ane (3 5 i 
2 The King's Rook at its Knight“ 8 third Square. 
B. The * at his King's ok fourth . qQUAre.. 


% 
i: 2290106 30 Lg 
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n 
3 he 
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> 4 N 


rr r A —„— . 


; F "ey 


I. The attack'd Rook Fives. irfelf at. herren 2 
Knight's third Squa ße. 
B. The — 8 Knight $, Pawn one Move. 
it b 1 
I. The n s Pawn one Step, to make an 
Opening for your Rook and Biſhop. 
B. The 8 takes the Pawn. 
27. Of 
IF. The King? J Rook takes che P Wn. 0 
B. The Queen $ Rook at its Queen” $ Sus 
„ LEME ; 
IW. The Queen” s Rook at its Queen's a Eg 
B. The —_ at his King” $ Biſhop" 8 third 1 
4 429. 20 4 
2 The ng 5 Rook: gives check. | & 
B. The Sing ar hu fa Square. ar % 


N. The Biſhop at the Fa Queen' s fourth Square, | 
to hinder the Adverfary;s Payns advancing. 

B. The Knight takes the Biſhop. 

(3 bel1 29:4 u \,\ 
IJ. The Rook retakes the Ar 
B. The King 8 Rook at its * 8 * 

32. ae 
I. The Seen. 1 Wenn 8 Caged Square. 
B. The King's Rook at the WIE King 5 r > 


fourth Jae l Nein Henk 5 ä 


— 


* — 1 hs . 


881 2 SET 1 
IF. The Queen? 8 Rook at its King 5 hand Square 


.. T The Queay' $ Pawn one Mats AA it. 


34. T 
W. The 8 mitts the | Seng 
B. The Queen's Rook takes the Pawn, 
| 5 35: 


— 


(349) 
11A 3 38. 41 18 AO G3, > i 4 


iv The King's 3 Rock at the black, King's end 


Square. 
B. The King's Knight's Pawn. one. Step 5 if * 
ſuſtain B. m the Game: was loſt. | 


W. One of the two Racks takes . Lee gh 
B. The Rook takes che Rook. A 


37. 

M. The Rook retakes the Ravkis : 12 9m A dLN 

B. The Rook gives check at the She King” $ 
Biſhop! S ſecond 1 2 0 


17. The King at his Que? $ Biſhop's: third t 
B. The Rock takes the Pawn. 1 \ 


39- 
IV. The Rook's Pawn two Steps(&). . 
B. The King's Knight's Pawn one Step. 


40. 
W. The Rook's Pawn one Move. T oc 
B. The Knight's Pawn — b 


1 a + 


FW£ET "| 


V. be Rook at its King! Square. 
B. The Knight * _ Move. 


W. The Rook at its king on 's: ——— 
B. The Rook gives check. | 


43. 
W. VANE King at e * sfourth sag \ 
| * 


FIGS * 4% 


6120) 
B. The Rook at * white King 5 Pac 2 O __e 
boo Square. J 7-36-0608 £12 ö 
NV. The Rook's Pawn 8 Move. „ 80 N od l 
B. The Rock at its . 22 Square. 


W. The King takes the enz: 
B. The Rocks Pawn- one Move. 
6. 
1. The King at the — Knight s third 
2 "nf Square. He oh M9 #28 For 
B. The Rook's 2 one Move 
479 3 
. The Rook?s Pawn one Move. 2 6 
B. The Rook takes the Pawn ((). 
48. 
I. The Rook takes he Pawn (n). fi. 
B. The Rook at the King's Rook's road Sevare. 


49. 1 . 
IV,. The Pawn two Steps. e 
B. The Pawn one Step. O. e 4 Shs 
| 50. 
V. The Rook at its King's Rook's ſecond Square. 
B. The King at his Knight! 8 ſecond aca 1 0 

517 1 2D 
V. The Pawn one Move N 


B. The King at his n Suede oc 


W. The King at the black Queen's a s third 
4 Square, B. 


0% If be did not take your ea you muſt have taken 
his ; and that would have given you the Game. © 
1 If inſtead of taking pi Pawn, you had taken his Rook, i 
van bad loſt the Game: There requires no Back-games to 
thew theſe laſt Moves, being eaſily found with but very little 
trouble in playing them over again. 


- ops nt 


( 121 ) 
B. 7 he King a at his Knight's fourth e 


53+ 
V. The Pawn one Move. 


B. The King at the white King” $ Right 1 

Square. 18177725 
ts 54. 1 eee 

I. The Pan advances OE: 

B. The Rook takes the Pawn, and * after- 
. wards his King upon the Rook, it is viſible 
to be a drawn Game, becauſe his Pawn 
will coſt mh Rook. 1 


i 
- LY 


HPESSSDaSIDLISSS 


FIRST BA CK- GAME, 


B from the Third Move of thi 
Ts s Gambit. 


3. 
I/hite, FFAH E King's Pawn one Move. 
Black. The King's Biſhop's Pawn two 
Steps (a). 


45 
. The King” 8 Biſhop takes the Pawn. 
B. The King's Pawn one Move. 

uſt G06; | 
FW. The King's Biſhop's Pawn one Move. - 


(a) The moving of this Pawn muſt convince you, that it 
had been better to puſh your King's Pawn two Steps, (becauſe 
(as you can eafily perceive) his Pawn hinders the Union of 
your King s and Queen's Pawns in front. 


( 122 ) 


B. The King's Knight at his * third 


3 050 TE = 

6270: 1 $8 :7% 2 i 
I. The Queen's Knight at ti i Biſhop's third 
Square. | 


B. The Queen's Biſhop's: Pawn two Steps 4%. 


75 = 
IF. The King's Knight at This King's ſecond Shards 
B. The cen s Knight at his Biſhop' O third Square. 


2 
. 


I. The King ds - 10% TEOT 
B. The King's Knight's Pawn two Steps a 9 


Þ 
2 The Queen? s Pawn takes the Pawn (ey. 
B. The en takes the N 8 
ng 
IF. The Rook rakts ce Quiten, © 
B. The King 8 Biſhop takes the Pawn. | 
* 
IF. The King's Knight ar his Queen's fourth 3 
B. The King at his Square. 


V. The: Queen yo Keight at his 12 3 fourth 
fie. | 
B. 


(6) He playeth this Knight for the * purpoſe, which is 
to hinder your King's and « Queen's Pawns to aflemble. 

(c) This is puſh'd again with the ſame Deſign to hinder the 
Center's Pawns to unite in front. 

(a) He payer this Pawn to puſh that of his King's Biſhop's 

upon your King's Pawn in cafe of need, which would be the 
Cauſe of an entire Separation of your beſt Pawns. 
(e) If inftead of taking this Pawn you had advanced it, 
your Adverſary would have attack'd your King's Biſhop with 
his Queen's Knight to oblige you to give him check; and in 
this caſe, he, playing his King at his Biſhop" $ ſecond Square, had 
gain'd the Move upon you, and a very * Situation of 
Game. 


60123) 
B. The be King sBiſhop a = Queen's third Square: 


I. The King's Knight; <, the YO 

B. The 5 retakes the Knight. wy + 8 
14. 

m. The King's Biſhop's Pawn one Step (F). 

B. The King's Rook's 8 one Steß. 


Sb 
4 4 


I. The Queen's Biſhop at his Queen” 8 ſecond 


Square. 


B. The Knight at his Queen 8 fourth Square 9 


u. The King 8 Knight? $ "os one Step. 


B. The Queen's — at his Queen's ſecond 
| CES. A 


N. The King at his Bite 8 fad * 
B. The Ch s Biſhop's Pawn one Move. 
18. 
WW. The Knight at his Queen! s Biſhop's third 
uare. 


B. The Queen? 8 Biſhop at his third Square. 


19. 
1. The Knig ht Ges che 3 
B. The Faun retakes the Knight. 
_ 1 OL 
M. The King 8 Biſhop at his King's RU "REM. 
B. The Queen's Rook at its King 8 1 8 
nen, mw” | 
21. 


I. The Queen' 8 Biſhop at his third Square, 3 
B. 
f ) von advance this Payn to hinder your Adverſary' $ 2 | 


ting three Pawns ih front, which he would have perform'd 
by puſhing "ey his VO N e 


e q - o_ 
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((:124)) 
8 The King's Knight's Pawn takes che Pawn. 
2e. 


V,. The Biſhop takes the Rook (g: + 
B. The Pawn takes the 0 $ Pawn giving ert 


1. The King tetakes he Pawn," 0 


i 


B. The Rook takes the Biſhop. ©: 


24. 
un The King's Biſhop at his third Square; 
B. The King at his third Square. 
| 25. | ” 

V. The King? 8 Rook at its Queen's 8 good 
Sgquare. 
B. The Queen's Plan ges check. 

26. 
I. The King at his Biſtiop's 00 3 
B. The Queen's Bimop at che e my fourth 

Square. | 
27. 


V The Queen's Rook at its King's Square. 


B. The King at his „cen, 8 fur. I 
$3880" 

V. The King's Rock at its king 8 ſecond Square 

B. The Rook at its King 8 ne, 38 85 


W. The King's Knight! 8 „ one Move. 3 


8. The Biſhop takes the Biſhop. 


4 30. ; 

0 If you had 1 his Pawn with you Knichr 8 = 
he would — puſh'd his Queen's Pawn upon your Biſhop, 
and afterwards would have entered your Game with a Check 


of his Rook, ſuſtain'd by his Queen's Biſhop ; and if you had 


taken this Pawn with your King's Pawn, he might have done 


the ſame; that would have given him a very good Game, 


bocauſs one of his Pawns being en paſs'd (that is to ſay, aPawn 
that can no more be ſtopp'd but-by Pieces) will infallibly coſt 
a Piece, to e the — of it a Queen. 


(68135) 


. 30. 
V. The Rook takes the Rook. 
a B. The Fame. takes the DOT... 0.03 10. hs as. 


1. The King's Rook's <= one « Ki 
3. The * 8 * $ Pawn one qa 
5 11241 7 32. 4 1 | 

W. The king s Rook at the black King's Rocks 
B. The Queen? 8 Pawn one Move. 


33- 
V. The King at his third Square. 
B. The. King” s Biſhop gives check at his Queends 
. Biſhop's fourth Square. 4 


PO 


- LE 7 7 
. — * a 


N 


34. 
JV. The King at * Biſhop? 8 Fourth —_— hav- 
0 other Phace: 47 7 Sax 
B. The Queen's Pawn one Move, and wins the 
Game (5). | 


—— "IJ 


(h) 1 Game be loſt, 1 to 4 he the Strength of 
two Biſhops againſt the Rooks, particularly when the King is 
placed between two Pawns. s. Bur if inſtead of employing your 
Rooks to make my ainſt his Pawns, you had, on | 
thirty firſt Move y*d your Rook at the black Queews 
Square; on the t Itty ſecond Move brought your other Rook 
at your Adverſary's King' s ſeednd Square; .. on the thirty- 
third Move ſacrificed your firſt Rook Tor his King's —_ 
inſtead of loſing, you had _ it a drawn Game. 
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SECOND BACK- GAME, 


Beginoing from the Third Move of this 
: * $ Gambit. 5 


3. 
bite. * E King s Pawn two ; Steps 
Black. The Queen 5 * s Pawn two 
Steps; © Pp 


6 . 
W. The . s Rook's Pawn two Steps, 
B. The Queen's Biſhop's Pawn one _ 


3 
V. The Queen's Knight's Pawn one Step (a). 
B. The Gambit 8 Fawn takes the Pawn. 

6. 


WW. The Rook's Payn takes the Pio, | 
B. The Queen's eg, s Pawn takes the Pawn. 


W. The _ Biſhop rakes the Pawn, and | gives 
chec | 
B. The Biſhop covers the Check. 
8. | 
W. The Queen tak the Pawn. 
B. The Biſhop takes the Biſhop. 


(a) It is of the fame 2 in the Attack of 3 
. 28 Gampit, to ſeparate the Adverſary's Pawns on that 


as it is in the King s Gambits to ſeparate them on the 
King s Side. | 


( 127) 
W. The Queen retakes 112 Biſhop, and giyes check. 
B. The Queen eovers the Check, 


10. 
. The Queen takes the Queen. 


B, The Knight retakes the Queen. | 
„ - 

2 The King's Biſhop's Pawn two Steps. 

B. The King's Pawn one Move or Step. 
8 

W. The King at his ſecond 8 quare. g 

B. The King's Biſhop's Fawn two 8 * 
8 

W.The King's Pawn one Move. 

B. The King's Knight 24 ” King's s ſecond 93 


V. The Queen's Knight at his Biſhop's third 


Square, | 
B. The King's Knight at 5 "I" 8 fourth 
| Square (0). : 
% oa gs 
W. The Knight takes the Knight. 
B. The Pawn retakes the Knight. A 


! 6. 
(5) By puſhing this Pawn two Steps, his Scheme i is to force 
you to puſh forwards pour King's Pawn, in order to make 
your _ 8 Pawn, now at the Head, be left behind, and 
of no uſe to yu. (Vide Ref. () ip the third Party.) Never- 
theleſs you —_ play it; but you will ſtrive afterwards with 
the Help of your Pieces to change this your Queen's Pawn 
for his King' , and give by this means a free Paſfage to youy 
own King's Pawn. 
(e) In this preſent Situation So Ar is forced to 
propoſe the changing of Knights, though h by this Move he 
ſeparates his Pawns ; becauſe if he had play'd any thing elle, 
you would have taken his Rook's Pawn, playing only your 
Knight at the black Queen's Knight 8 fourth Square, as you 
may eaſily perceive. | 
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B. The Biſhop 1 takes 


B. The King's KookatitsQueen's Knight's Square, 


( 15 ) 


W. The Queen' rakes th at ob _ N 
Ane: non“ 3:1 


W. The Rook takes the 8 r 

B. The King at his ſecond Square. 9 
51 | CY 

W. The King at his Biſhop's. third Square. 
19. 

W. The Knight at his King s ſecond Square. 
B. The King at his third Square. r= 
20. 

W. The King's Rook at its Queen's Rook's Square. 
B. The King's Rook at its Queen's Knight's ſecond 

| Square. 3 | 
1117 * 21. 2 
I. The Queen 5 Rook gives check. 
B. The Knight covers the Oherk: 


2 | 

W. The King's Rook at the black Queen? $ Rook's 
fourth Square. oo 

B. The King's Knight s Pawn one Move. f 


23. 
2 The Knight at his Queen's Biſhop's third Square. 
B. The Qucen's Rook at its Queen” $ Square. 
211 2 4 # 
W. The Queen” $ Rook rakes the Rook's Pawn. 
B. The Rook takes the Rook. 
aa. bc 1s 
W. The Rook 3 and muſt win the Game, 
{ having; a Pawn Superiority, and moreover 
a Pawn Fall Which amounts to Piece (4). 


HII R-D 
4) One n may * by this Back. . that a Pawn, when ſepa· 


rated from his Fellow 5, Will ſeldom or never make a Fortune. | 


4162 


THIRD BACK- GAME, 


4 


we: 711 A — 


Beginning from the Fourth Move of this 
di ons s Gambit,” © a SNL IE, 0 


bite. "11 I: Dn $ 9 takes _ Payn... 
lack. The _ takes the' 8 5 


W. The King retakes * Queen. 2 — 
B. The Queen' s Biſhop at his King's third Square 


W. The King's Biſhop? 8 Pawn two Steps. rau 


B. The King's re gg Pawn one Step. 2 
1. The Queen's Knight at tis, Biſhop' 8 third 
129 Square. Ai. 
B. The Queen's” a cel at his n $ ſecond 
Square. 2 . 
NF" 4 
W. The King $ Rooks Pon one More * 


B. The King's 8 Rook's Pawn two Moves. 


9. = 
M. The Queen's Biſhop at his King $ third Squat 
B. The King caltles, 


10. 
. The King at his Queen Biſhop's! s ſecond Square 
B. The King s Biſhop at his Queen's Biſhop' 8 
fourth Square. 
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('130.)). 
ans | 
W. The Biſhop takes the Biſhop. 
B. The Knight retakes the Biſhop. ' 
12. 
W. The King's Knight at u Biſhop $ third 


Square. vl A 


B. The Queen's Bilop's S Pawn one Step. 


. The King 8 Knight at Eibe black k King 8 Knight . 
fourth Square. 


B. The Queen 8 n $ Pawn two Steps. 
W. The King's "hos at kis King? $ ſceond 


uare. 


B. The ing's Knight at his. King's ſecond 
Square. 


15. 
. The Knight takes the Biſhop, 


- B. The Pawn retakes the Knight. 


16. 
FW. The Queen's Rook's Pawn two Steps. + 
B. The Queen's Knight at the white Queen's 
| _ Knight's third Square. 


17. 
. The Queen's Rook at its ſecond Square. 
B. The Queen's Rook's Pawn one Step. 
18. 
W. The Veen s Rook's Pawn tales the — 


B. The Queen's Rook's Pawn retakes the Pawn. 
VN. The Rook gives , Te 


B. The King at his Queen's wee 8 from 


Square. | « 


| 20. 
421 | * 


2 wy 


I. The Rook takes the * „ 
B. The Rook retakes 2 Rook. i n 


V. The Rook at its Queen? Square. 
B. The Queen's Knight gives check at the white 
| Queen! s fourth Square. 9 
22. 71 a 
1. The King at his Queen's Khight's ee 
B. The King at his Queen's Knight's third Square, 


23. 
W. The King's Knight's Pawn two _ 
B. The Pawn takes wh * 


W. The Pawn retakes he Pawn. e 

B. The Queen's Biſhop's Pawn one Move. 
. 256. 
V. The King's Knight's Pawn one Move. 8 
B. The King's Knight at his 2 s Biſhop's 

third Square. 
Bay * 

M. The Biſhop at his King Knight $ fourth 83 

B. The Queen's Knight's Pawn one Move. 


27: 
W. The Knight at his King's ſecond Square. 
B. The King's Knight at his Queen's Rook's 
. fourth Square. 
28. 
V. The Knight takes the Knight. 
B. The Pawn retakes the Knight. 


30 
W. The Biſhop takes the Pawn. 
B. The King at his Queen's Biſhop 's fourth 3 


39. p 
2 The King“ s Biſhop's Pawn one Step. F 
8 . 
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„„ 
DB. The Queen's Pawn 28 Move. 


W. The King's Biſhop” s — — 2 te 
B. The Knight at > white Queen? s Knight's hid 


_—_ : 


7 32. — 1 . 

W. The Pawn one Move. —_ 

B. The Rook at its Queen's Rook's Square, to 
give e Fs | 


72 The Rook takes LY Pawn, 
B. The Rook gives check. 


34. 
W. The King has but one Place. 
B. The Rook gives Check-mate at its Deen, 8 
Biſhop's r 


FOURTH BACK- GAME, 


| Beginning from the Seventh Move of this 


Queen's E 


57. | 
White. N HE King? 8 hilhop takes the Gambit $ 
Pawn. . - 
Black. The King's Biſhop' $ Pawn takes the Pan. 
. 
W. The king $ Bien s Pawn retakes the Pawn. 
kt res, n 5.11 Be 


(a) He takes this Pawn, to ** a 8 apon the white 
_ s Square, where his aer ſuſtains the Pawn, & 


— 


| (6239 | 
B. The King's Knight at the white * 8 Me g 


Toure. SIGs... i 
9. 
15 The King 8 Knight 4 his Rand third 4 Square, 
B. The e Queen, g gives check. 1 rae ny OY 
| EE ©. CAS 10. |; 13000 


ww. The King at his Queen's ſecond Square, 
B. The King's Knight: at the white ing's third 
Square. | 


11 


—— 


V. The Queen at her K hos ſecond 891 ale. 
B. The Queen's Biſhop at the white King*SKanight's 
fourth Square. „„ 
0 : 422 ? RN 114 24 4 „ 
17 The Chants at her third Square. $9, 
B. The King's Knight takes the = + Knight's 
Pawn. 


6 9 » 
% " " \.# % * 


13. 2 541 
W. The King's Knight at. his. Nine 21 
B. The vi. at the white King 0m ging | 

check. ; Ft. 


ad 105 5432] eee 05 
- The E retires. 
3 King" 8 Biſhop takes the Knight, . and v wi 
calily win _ rants | 


I 2 FE 


05840 
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FIFTH BACK- GAME, 
io. rom the Eighth Move. 


8. = 
White. FT\HE. Rook retakes the Biſhop. 
Black. The Queen's n Pawn twoSteps. 


W. The Knight at the black Queen 8 g 3 
fourth Square. 


3. The King caſtles. 
10. 
W. The Qucen's Rook's Pawn two Moves. 
B. The Queen's en: at any Rook's third d Square, 


W. The Knight WEE the Lajahe, 
B. The Biſhop retakes 8 Knight, 


V. „The Rook's Pawn bf the Pawn. 
B. The Biſhop retakes the Pawn, 


W. The Queen's 8 Pawn one Move. 
B. The King's ee 8 —_ takes the Pawn. 


W. The Queen's Knight's 8 Pawn takes the Pawn, 
B. The Biſhop at his 2 s ſecond Square. 


727 The Queen' s Biſhop — hs black King s Knight's 
tn Square. 
8 & B. 


— 


e, 
B. The Pawn takes the Pawn, 
i616 © 16. WEL T4 
. The 8 5 the Pawn. 
B. The King at his Rook's Square. | 
1 

IV. The King's Biſhop at his Queen's third Square, 

B. The King's s Rook's Pawn one Move. * 


— 


W. The King's Rook's Pawn two Moves. 5 
B. The Rook's Pawn takes the Queen's Biſhop. 


Nl 
I. The Pawn retakes the Pawn. _ 
B. The Knight at his gs. logen Square. 


W. The Biſhop at the black king s Knight's chird 


Square. 
B. The Knight at the white King 8 Biſmop 8 fourth 
„ 
7 21. ot | 
| 1 The Queen at her Biſhop's fail Square. - 
B. The Knight takes the GY to vo the Mate, 


V. The Queen dh che Ebi 
B. The Biſhop at t his King's . 8 fourth Square. 


23. 
W. The Queen gives check. 
B. The King retires. . 
o 1524 N a 
IV. The King's Knight 8 N one Mews 
B. The Biſhop takes the Pawn. 


25. 1 
— The Queen takes the Biſhop. 1 2M . 
B. The A at her rr $ ure 8 thirg Square, 


26. 


( 

21 26. 23 A. 3 . 87 > 2 1 

17. The Queen's Rook at the black Queen $ Rook 
third Square. 1425 41 J * N 


B. The Queen takes the Queen. * Sai l A 


27. 
The Queen's Rook retakes tlie Queen. 
B. The King's Rook at = Biſhop's ſecond Sau 


W. The King at his ie E 917 
Bache Queen's Rook's Pawn two Steps. 
29. 
IW. The Queen's Rook at the black King" 8 third 
Saquafc. 
B. The Rook's N one Move. 


$ 


15 11/7 ge 203 36 get F au. 
77 The Rook takes the 1 pn 
3, The Raok*s:Pawn one Move, ' | 4 


o > 31. . 
V. The King's Rook at its Queen's e Square. 


B. The Rock pap one Move. 1 
2.111 £9: 16 14081 44 T Af 


ip. The Rook a at its King s third Square. 
B. The King 8 Rook at its ep third __— 


10012 A 211 38 402 4 
ir, The King at is Queen? s third Square. 
B. 3 ei ann) e 
| aid Jt HL. 201 4 
„el. 3 414 
I. The King at his 6 Square, 
B. The Rook takes: the. Rod. 144 8 IF 5 


* a 4 
od , 4. * 1 2 . : 
242 224 24 9 nd +. . 4 0 3 a. n *. 


35. 
V. The King ned the . 
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14 

iN 
14, 78 
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+! Wu 
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F 

|} 
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— — 
\ bad 2 . 
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4 B. The Rook at irs Queen's Rook's-third Square. 
* litt: 304.1 T4 48 149 ” 88 
bn 2 The King ut his Quon 8 fourth Square, 

1 N 8. B. 
i 
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(127 ) 
B. The King at vs Bip s. ſecond Square. 7 


V. The King æ bis L. nee hind Su 
4 B. The King. nr 


38. 
W. The King at his Queen's Knight 8 qe Square, 
B, The Rook takes he Faun. . RY 


39. 
FW. The Rack: ws. the 3 
B. The King ad his n Squar cd. B 


W. The Queen's Bi 8 Pawn 2 
B. The King 8 he! t. 2 


V. The Rook at the black rr 8 Rook: s frond 


Square. 


B. The King at his Queer 8 Square. Fr 
W. The King at, the black Queen' $ Knight” $ fourth, 


Square. 


B. The * $s Pawn one Move. 8 
IW. The King at the black Queen 8 Biſhop 8 third, 


Square. 
B. The Rook gives check 


I. The Pow covers the beck. 
B. The Pawn takes the Pawn. 


4%. 
W. The Pawn retakes the Pawn, 
B, The King at his home. 

46. 
1. The Rook at the black King's  Koight's ſecond. a 


- IP | 
3. 


— 


3 138) 
B. The Rock at its third Square. 


47. 
FV. * King at the black Queen's Biſhop's ſecond 


Square, and afterwards * his * 
will win the Game. 


S6 b . 


|—— 


SIXTH BAC K- G AME, 
N 8 from the Tenth Move. 


"Ou HE King's me- 8 Payen takes the 
wn. 88 
Black. The Knight takes the King 8 Pawn. 
8 | 

W. The Knight retakes the Kolght 
B. The Queen gives check. 

12. | 
W. The Knight at his King's Knight's third i 
B. The Queer? sBiſhop at the white King 's Knight 8 

fourth Square. | 

13. 

W. The King's Biſhop at his King's cond 
___ Square(a).' 5 


B. The Queen takes the Rook's Pawn. ” 


14. 
W. The King's Rovk at its Biſhop? 5 Iquare (5). 


{a) Any thing you could have play'd could not hinder you. 
from loſing a Piece. 

(6) If —. of playing your Rook you bad play d your 
King, he had won it ſooner, playing only his Roo at your 
£wz's Biſhop's ſccond Square. > 
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| (149) 
B. The Queen takes the Knight, and gives check, | 


IF. The King at hls 1 's fecond Sun” Wo 
B. The Queen's Knight at *. N J ſvn 
3 * Q 
ot A 
W. The Rook takes the Rook (9. 
B. The Rook retakes the Rook. 
I 
1. The Queen at her King* $ Slide 3 
B. The Rook at the white King's Biſhop? J ſecond 
Sony; and wins the Game. a 
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"th If you | had taken * Biſhop, he ws Ment zinen you 


check with his Queen at your Queen's third Square, and mate 
by taking your Kook the following Move. 
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＋To give . <a a a Rook and 
a Biſhop,. againſt a Rook. 


The Situation in which I put the Pieces, is 
the moſt advantageous for the defending 
+ Rook; but in caſe the Defender doth not 
oö that Retreat, it is not at all difficult to 
force his King at the Extremity of the 
| Cheſs-board. 


S1TVATION. 
bite. The King at the black King's third Square, 
the Rook upon the Queen's Biſhop's 
Line, and the Biſhop at the black King's 
fourth Square. 


Black. The King at his home, and the Rook at its 
Queen's ſecond Square. 


ww % | 
White. HE Rook gives check. 
Black. The Rook covers the Check. 
2, 
W. The Rook at the black Queen's Biſhop's ſecond 
Square. „ 
B. The Rook at the white Queen's ſecond Square. 


WW. The Rook at the black : Queen" $ Knight's ſecond 


„ ³ ⅛· w ĩð- Gn a A. ĩ⁊ 


B. The King s at his OP s Square, 


„„ 
B. The Rook at the er Queen 8 Sunn. 


—— . CAR WR - 


% „ 1 AO. 


W. The Rock it the Black King) $ Knight's . — 
Square (a). 


B. The Rook ar the wii King's Biſhop's Square 
W. The Biſhop at his "King 8 Knight's third 


Square (6). 


B. The King at his Nor s Square, | 


W The Rook at its Kin 5: Kai Jr's fourth are. 
B. The King at h yy * Pq 


W. The Rook at its Queen's s Biſhoy” 8 four 
Square (c). 


B. The Rook * the white Queen $ Square. ; 
1 ; 


W.The Biſhop it li King . Rooks fourth Square, 


” I 


W. The Biſhop at the black King's Biſhop 8 third 


Square. 
B. The Kock givescheck at the white King's Square, 
IE © 
IV. The Biſhop covers the Check. AI aft. 


B. The King at his Knight's Square, 


V. The Rook «the Kings Rock's fourth Square, 


and gives Mate the following Move. 


The Letters a, 5, c ſend you back from thoſe Moves to 
another way of giving bim . mate, according as he 
changes his Moves. | 
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* os en F a La on ch Fourth 
Move. 
Aid. © 36.) 


1 

Mbite. HE Rook at the black King's 8 Knight $ 
ſecond Square. 

Black. ＋ King at his Biſhop's Square. 


py | 
. The Rook at the b King 8 Rook's ſecond 


Square. 
1 The Rook at che white King $ Knight's 8 Square. 
6. 


W. The Rook at the black Queen $ Biſhop! s ſecond 
Square. | 
B. The Rook gives check at its ME: 8 Knight's 
_ third Square (x). 


L4 1 
a If a4 49.4 


7· 
. The Biſho covers the Check. 
B. The King at his one pts 


wy » 1 


W. The Rook gives Ga . 
B. The King at his Rook's ſecond Ser. 


. The Rook gives Geck mate at the black 
{King 85 Rook's * | 


CD 


(143) 


0080904 


Move, in caſe he doth not. give 
Aer with his Rock, 5 


(x). A Sequel of this; from the Sixth 


6. 


4 A 8 ſecond LR] eu 
Black. The * at hi 

OR 
2 The Rook gives check at the Queer? 8 Biſhop'! J 


Square. 


B. The King a his Borde e Ceong Scuate. i 


O Kaige 8. young. 


W. The nas LEE check at the black King 4 


Rook's Square. 


B. The King at bis Knight $ third Square. Uh 


EY * 


9. L 
I. The n giwes check at the black King's 5 


Knight's Square, and _ the Dick Rook 


for nothing. 
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(5) Another 


"4 
— * e REO GY „ —— — —U w — ¾w˙ oo 


White. mm E Rook at the black Queen's 
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Way „ 4 yo 2% HF 
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{8 * OW way of giving Mate with 
a Rook and a Biſhop, againſt a 
Rock, beginning from the Fifth 


Move. 


9 of * * * * 3 * 


+ 5 4 


White. E Nes at tis King > Knight's 8 
third Square. 

Black. The Rook at the white King 8 r 8 
tj: third Square. Fo N 

u. The Biſhop at the black Queen? O third Square. 
* _The Rook gi yes check at the white alin s third 


Squ * 


7 
IF. The Biſhop covers the Check. 
25 The Rook at, the white VO 8 nder 8 third, 
„ FL | 
— 9 1 
IW. The Rook gives check at hy black King's 
ſecond Square. | 


B. The King at his Queen's Square. 
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. The Rook at the black! Queen's Knight's ſecond 
Square, and gives Mate the following 
Move, at the black Queen's Knight's 8 
Square. 


6145 
$00000000000000000000008 


| G } Another. way to give Mate from 
the Seventh Move... [rr % 


White. PRE Rock at its Queen's 8 Biſhop's 


fourth Square. 
Black. The King at his 8 Bibo 3 Square. 
8. 


. The Biſhop at the black King's fourth Square. 
B. The King at his Knight s Square. 


_ 5 
W. The Rook at its King's Rook's fourth Square, 


and gives Mate the following Move, at 
the black King's Rook's Square, 
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A particular Reflection upon the 
Fourth Party, 


By which one may be convinced, that it is 
8 diſadvantageous to play the Queen's 
Biſhop's Pawn on the ſecond Move. 


Black, HE King” 8 "Pain two Moves. 
White. [ The ſame. = 


B. The Queen's Biſhop” 8 ; Pawn one Move. 
J. The Queen' 8 Pawn two Moves. 


5 3 


( 146 


BD. The Pawii fakes the FaWw t. 5 

„ 2 The 2 retakes the Pay if, 

1 

„ 0. 

1 N B. The Queen' s Pawn two "Pg 

+38 I. The Pawn takes the Pawn. * 

„ 85 

B. The Pawn retakes the Ps, 5 

. The Queen's Biſhop”: s Pawn two Steps. | 
6. 


B. The Queen's Biſhop at his King's third Square: 
. The Pawn takes the Pawn. | 


* 


'h 
. B. The Queen retakes the Pawn. © 
| Vs W. The Queen takes the (Queen. 
{BY 


. The Biſhop retakes the Queen. 
. The Queen's „ at his Biſhop's third Square. 


by 
* i Without going any further, I leave to-confider whether the 
Black has made any thing of his Attack. tho' he ds the 
4 | | very. beſt Moves. 
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